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GADGETS: 


Successfully navigating through and around the world of Ape Escape depends on these wonderful gadgets you'll acquire during your 
adventure. Listed below are the ten gadgets you'll receive, along with their purpose and how they are manipulated. 


equipped when youstart the game and can be used to whack enemies, hit switches and temporarily stun 

| those pesky monkeys. The Stun Club is swung with the right stick and, by execut- 

| ingacircular motion with the right stick, will resultin triggering a special spin 
move. 


TIME NET: The Time Netis one of the most important gadgets in the game. 
Without it, you won’tbe able to capture the monkeys and send them back to 
the present. As with the Stun Club, it comes as standard equipment when you 
start the game. The net can be swung around in any direction using the right 

\ stick. 


WATER NET: The Water Netis the ideal gadget for capturing water-bound mon- 

keys. It also doubles as an oxygen tank, allowing Spike to swim underwater while shooting underwater 
nets. To useit, just press down on the left stick to dive and press down on the right one to shootanet. 
Holding down onthe R1 button will make Spike swim faster as well. 


MONKEY RADAR: The Monkey Radar is a cool gadget that comes in handy for 
tracking down those hard-to-find simians. Like a game of hot and cold, the 
closer you getto amonkey, the louder the radar will beep, alerting you tothe 
monkeys presence. When you get close enough, you can use the L2 buttonin 
conjunction with the radar, to access the “monkey cam”. The “monkey cam” 
will give you a visual of the critter and his surroundings. It will also give you the 
necessary background information on each ape, including their speed, 
aggressiveness and alertness. 
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SLINGBACK SHOOTER: The Slingback Shooter is great for targeting ene- 
mies from far away, as well as activating unreachable switches. Once 
equipped, just pull back on the right stick and let go. There are three different 
types of bullets: Normal — which take out smaller enemies and activate most 
switches you encounter — they’re unlimited, Flash — which must be collected 
| from fallen enemies and explode on impact with the first object they hit — great 
| for bosses and enemies that take more than one hit to defeat, and Guided — 

/ pullback onthestick, aim atthe enemy and up to three lock-on cursors will 
>) appear. Letgo and your bullets will home in on their intended prey. These bul- 
lets must also be collected from fallen enemies and are in short supply. 


SUPER HOOP: The Super Hoop is used just like a hula-hoop. When equipped, * fA —) 
rotate the right stick around like you would with your body if you were using ea % > oa O a 

the real thing. Rotate ita few times andthe Hoop becomes powered up, acting |# siaeinices 

as atemporary shield. Not only that, when powered up, the Super Hoop gives tien 

you a quick boost of speed, allowing you to dash + 

through closing doorways and out of sticky situa- a = - ft a 
tions quickly. : ae: 3 bd 


=r 


SKY FLYER: The Sky Flyer is one of the most used (and useful) gadgets in the 

game. With a circular motion of the right stick, the Sky Flyer will temporarily loft 

you into the air. This gadget comes in handy when trying to get across large gaps 

and chasms, or when attempting to jump up to otherwise unreachable plat- 

forms and ledges. The Sky Flyer can also be used as a weapon against certain 
airborne enemies. 


} RC CAR: TheRC Caris totally cool. This little gadgetis activated by pressing down onthe right 

| stick andis controlled by using the same stick to steer it in any direction. What's more, you canstill 
run around with the left stick while you are controlling the car. This gadgetis especially handy for 
| getting into small spaces, activating floor switches, driving out monkeys from otherwise 

} unreachable areas, and collecting booty. 


MAGIC PUNCH: The Magic Punch is the very last gadget you receive — and only after you've beaten the 
game. This dime-store gadget, packs a wallop — literally, and gives Spike an advantage over the apes. 
When equipped, the Magic Punch allows you to break through certain flashing walls and items that were 
previously indestructible. This gadget is also much stronger than the Stun Club, bringing down most ene- 
mies in one hit (versus the two or three it would typically take with another gadget). Italsohasa much 
longer range of attack. Besides being a necessity for getting all of the apes (later onin the game, you'll 
encounter a few monkeys trapped in cases that can only be broken through with it), the Magic Punchis 
necessary for beating the Time Attack levels, as it allows you to take “shortcuts” into certain areas that 
would otherwise require you to go out of your way (and waste precious time). 


JUMP: Ifyou’re going to survive the world of Ape Escape, learning to jump is key. Pulling off astandard 
jumpis simply done by pressing the R1 button. 


DOUBLE JUMP: Double jumping is an even more important maneuver, allow- 

ing Spike more air time and giving him the necessary height to get up to plat- 

forms and ledges that would be otherwise unreachable. To execute a double 
jump, first press the R1 button to jump, then press it again to get an extra boost 
inthe air. 


CRAWL: While you won't need to use the crawl to get into and under small 

spaces, crawling is an aid in capturing the monkeys. This stealth move allows 
Spike to sneak up to an unsuspecting monkey from behind. They won't see him until it’s too late. To crawl, 
just press down on the left stick and then move Spike in the direction you want him to crawl. Spike canstill 
use most of the gadgets while in this position. 


PLAYING POSSUM: In addition to crawling, Spike has another move in his 
repertoire that allows him to sneak up on the unwitting chimps. While inthe 
crawl position, Spike can “play dead”, tricking the monkeys into thinking he’s 
nota threat. To execute this move, first press down on the left stick, then while still in the crawl position, 

press down on the right stick. Spike will lay on his side and curl up into a ball. How’s that for cool? 


CLIMBING:There are a variety of objects in Ape Escape that can be climbed, 
which include trees, poles and vines. Typically, climbing up these objects will 
resultin discovering goodies, such as energy chips and Specter Coins, but there will be times when Spike 
mustclimb an objectin order to advancein the game. Climbing is done automatically; just jump at the 

object you wantto climb and Spike will latch on. 


GRAPPLE: In addition to climbing, Spike can also grapple or shimmy hand- 
over-hand across certain objects. This move comes into play only a few times 
inthe game, but comes in handy when there is no other way to get across large 
gaps or chasms. If you come to an area that looks like it can’t be crossed, chances are there is an object 
(such as a pole or vine) that Spike can grab onto (by jumping up to it from underneath) and then grapple 
across. 


a eo | SLOW WALK: Spike has three degrees of movement which can be used to get 
\ a one him across treacherous ledges or through sticky predicaments. The first, the slow walk, should only be 
per ey aise used when trying to navigate very small ledges and platforms where precision is the key. To walk slowly, 
s|| justapply avery small amount of pressure to the left stick. 


WALK: Walking is obviously alittle faster than the slow walk, but not by much. 
The standard walk should be used in similar situations (where you have to use 
precision movements in order to get across tricky areas), but where you might 
have alittle more confidence in your handling, or there is more room for error. 
To walkregularly, apply more pressure to the left stick, but do not move it all the 
way in any direction. 


RUN: Runningis Spike's default movement in the game. It’s amazing thatthe little 
guy doesn’t get tired from running through level after level. Torun, just push the left stick all the way for- 
ward inthe direction you wantto head. 


JUMP SMASH: This advanced move comes in handy againstsome of 
the more aggressive, gun-toting apes, as well as some of the other 
enemies in the game (suchas the crabs in Crabby Beach). To execute: 
begin with either a jump or a double jump, then at the top of your jump push the left stick down (with 
the Stun Club in hand) and Spike will come down on the enemy with a tremendous amountof 
authority! 


The more you play Ape Escape, you will find that the monkeys have different personalities, as well as different attributes. There area 
total of 204 apes that need to be captured in the game in order to fight Specter a second time and get the “perfect” ending to the game. If 
you’re like us, you will actually find yourself growing attached to the little guys as you make your way through the adventure. 


RANKING: Each monkeyis ranked in three different categories: Speed, Attack and Alert. Pay attention to 
your Monkey Radar and make use of the information it gives you. If you know how aware and aggressivea 
monkeyis, you will be able to bag him quicker, while suffering less damage. 
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HELMETS: Pay attention to the ape’s siren on his 
helmet. If itis blue, he is unaware of your pres- 
ence. Ifitis yellow, heis on alertfor you. And, ifitis 
red, he knows you are in the immediate vicinity 
and will run, take a swing at you and use any fire- 
power athis disposal to drop you on the spot. 


THEIR WEAPONS: 
Specter has equipped 
his army of apes with an 
arsenal of weapons. It’s a good idea to check out 
your prey before going into grab them and see 

what kind of heat they’re packing. Among the various weapons at their dis- 
posal, you'll find Banana Peels, Laser Guns, Bombs, Ufo’s, Gunnery Stations, 
Guided Missiles and, if you get too close, their own hands. 


CAPTURING TECHNIQUES 
MASTERING STEALTH: Learning how to use the Crawl and Playing Possum 
movesis key to bagging the apes with the least amount of resistance. To move 
around with the least possibility of being noticed by the chimps, make liberal 
use of the Monkey Radar to locate your simian friends. As you enter alevel or } 
area, then crawltoward the victim. A little tip: even if the ape’s sirenis blue, you | 
might wantto sneak up from behind. Even the most dense of the monkeys will 
notice you’re in the area if you get right up in their face(s). Also, Playing 

Possum will come in handy more than once in the game; particularly when 

faced with machines that try to blow you out of anarea. 


USING YOUR WEAPONS AND GADGETS: Howyou go about bagging monkeys will be, to a certain extent, based on personal prefer- 
ence. However, there are a number of things that you can do to make the ratio of successfully using the Time Net more efficient. The 
first thing that you will want to remember is to make sure you stun the monkeys first, then apply the Time Net. A quick knock on the nog- 
gin’ from the Stun Club will save you a lot of unnecessary chimp chasing! Next, when exploring open areas, why not wear your Super 
Hoop? In addition to being a very fashionable accessory, it can get you to your destination A LOT more quickly (an absolute must when 
playing in Time Attack mode) and safely. You can take care of many a ground-based enemy this way. Lastly, when tackling difficult 
jumps, always have the Sky Flyer (thatis, once you actually get it) at the ready to back you upin case your 
timing is not allit could be. 


VEHICLES 


RAFT:The key to moving the raft is to rotate the left stick counter-clockwise and the right stick clockwise, at 
the same time. This will have you travelling at full speed, ina straight line. To adjust your direction, simply 
ease off of one stick in favor of the other. 


TANK: The tank controls are alittle tricky, but very 

cool once you get the hang of them. Push both 

thumbsticks up to move straight. Push the left one up while pulling the right 

down to turn right, andthe right one up while pulling the left one downto turn 
left. Pull both thumbsticks down to go in reverse and vary the left and right sticks 

to turn while in reverse. The Tank also has two weapons: machine guns — press 

down on the left stick, and shells — press down on the right stick. For more pre- 
cision shooting, hitthe L2 button to go Le ghee mode and then manipu- 
late the thumbsticks. 


COASTER: You don'treally control the Coaster while you ride in it. The only thing you needto ‘dais use the 
R1 button to jump atthe appropriate time. A good tip is to keep an eye on the Coaster track as itleaves 
either the right or left side of the screen. This way, you can get a better idea of what goodies (or trouble) lay 


ahead. 
)\( COLLECTIBLES: 


ENERGY CHIPS:Energy Chips are the two mostcommon collectibles 
in Ape Escape. The little ones count as one and the big ones as five. Collect 100 of 

them to earna free life. Energy Chips can be found littered throughout a level and are also found 
by whacking enemies. In the Time Attack mode, the collection of Energy Chips is essential (partic- 


ularly the big ones), as they will stop the clock for a varying period of time. 


FREE LIVES: Most of the levels feature some fixed free life icons (in the form of Spike’s shirt), in addition to 
those you earn by collecting Energy Chips. You will wantto build up all of the 
extra lives you can during the game’s first few levels, as you will need them 
later inthe game. 


SPECTER COINS: There are atotal of 60 Specter Coins to be found in Ape 
Escape. The sole purpose of these coins is to openup Ape Escape’s three mini 
games. You only need to collect 40 to open up ali three games (10 to openthe 
first, 20 to open the second, and 40 to open the last). 


COOKIES: Cookies are the health tonic in Ape Escape. When you get hit by an 
enemy, you will lose a Cookie. Your health is represented by a total of five 

Cookies. So, you are able to take five enemy hits before losing a life. You can replenish your health by find- 
ing the Cookies that are strewn about the game levels, by defeating enemies and by whacking the unlimit- 
ed Cookie jars that appear inthe game from time to time. 


TIME ATTACK MODE: 


Time Attack mode is a cool gameplay element that has no effect on beating the 
game. If you capture all of the apes and nab all of the specter Coins, you will 
notice that your percentage complete figure is less than 100%. This is because, 
in order to get 100%, you must get Gold metals in each of the game’s mainlev- 
els. How do you do this? By posting a qualifying time in each level. Basically, 
you will have to capture acertain number of monkeys before time runs out. 
The better your time, the more likely you are to capture the Gold. We repeat: 
While getting Gold in all levels will give youl00% completion, there areno 

additional rewards for doing it. You beat the game once you've captured all 
204 apes and 60 Specter Coins. 


We have written this book with the understanding that, until you were given the appropriate Gadget, you would not be able to capture 
all of the monkeys in a given level. So, what we have done is to walk you through each level with the gadgets that you would have 
available to you atthe time, to capture the required monkeys to beat the level. After this is accomplished, you will see the heading; 
“LEVEL RETURN” in red under the next screen shot. This is the point in the level walk-through that you should returnto, once you've 
been given the Gadget(s) necessary for the 100%/”Perfect” completion of the level. Make sure you check the level maps 

and information box atthe beginning of each level. They will let you know what Gadgets you need to complete that 
level, and where the additional apes can be found. 


CAST OF CHARACTERS 


SPIKE: Our hero. Spike is the unlikely protagonist of the story. On his own, he doesn’t have much gasin the tank... just 
adesire to go places. But, with the Professor’s help, he is going to become Specter’s worst nightmare! “3 < 


PROFESSOR: The Prof is the man. Without his wonderful Gadgets, we'd all be surviving ona diet of used ; 
banana peels. The Professor will be there for Spike, whenever he is needed; with specter updates, new gad- s 


gettraining, etc. Ultimately, however, you will need to come to his aid; more about that later. » . } 


JAKE: Jake is Spike's best friend, gone bad. Itseems that Jake’s mind is under t 
Specter’s control. In addition to putting an end to Specter’s reign of terror and \ 
capturing all of his monkeys, you will have to save Jake and return him to 
the side of light and goodness. 


NATALIE: Don'tbe fooled by her sweet face and pigtails, Natalie doesn’t play around. Like your 
a sister, she has no patience for any shenanigans and will let you know, quite verbally, when 
she’sirritated. 


SPECTER: Specter is the evil, white monkey thatis responsible for all of this madness. _ 4 
He discovered the Professor’s Peak Point Helmet and, by putting this untested y 
contraption on, has gone froma cute chimp atthe zoo toa raving, mania- ea 
cal, mad-monkey with plans to take over the world. Your ultimate goal is 
to defeat him, remove his helmet and return him to the zoo 


THE MONKEYS: These guys really are the stars of the game and we treat 
them as such. If you want the scoop on each and every monkey in the 
game, turn to the back of this book to view our “Monkey Gallery” — where 
we presenta checklist for you to use as you move through the game. Each 
monkey's name, picture and personality is featured in this simian spectacular! 


MONKEYS: 
3 TO BEAT LEVEL 
4TOTAL 


MONKEYS: 
4TOBEAT LEVEL 
6 TOTAL 


SPECTER COINS: 1 SPECTER COINS: 1 
ADDITIONAL GADGETS NEW GADGET: WATER INET 
REQUIRED: SKY FLYER ADDITIONAL GADGETS 


REQUIRED: NONE 


<4 Es E> 
B- Movables 


B = Crated Monkey il = Breakables 


o 


B = Monkey 


Monkey Movables 


a 


Noonan, Monkey #2 | 


Tray C, Monkey #4 
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Joray, Monkey #1 


Your first battlegroundis afairly Jorgy, Monkey #1, can be found , #2,istothe Nati, Monkey #3, is hanging out 
easy one — requiring youto cap- by the dirt dinosaur footprint, as right of the first back in the cor- ontop of the grass steps atthe . . ar, . - 
furathvee Rear All tanee arein ete begin thelevel. Use your ner. other side of the open area. Don’t : Since you've been given anew gadget, Shay, Monkey #1, isjustto the other Once you've snagged him, jump into 
the openarearightat the front crawl movetosneak up andbag grab himyet. | we begin witha shorttraining session side of this bridge. If you’re not quick, the water to find the Gornif, Monkey 
‘ him from behind. : designed to help familiarize you with hewilljump across the water to the #2... 
4 the new goodie. Fool aroundin here land mass on the other side. 


until you are comfortable with the 
Water Net, then head into the level. 


Before you bag him, climb the palm Ok, now you can nab that pesky mon- 


a ... And the Specter Coin down Now, swim through and around the Snag all of the gold chips inthe Tonab him, jump off the top ofthe 
Bere Coin Seltenipscne ne ney aS pe a Wee. Moray Becca 9 below. Don't let yourselfrun into channel andAh-Choo, Monkey #3, area and bash the baddies who tree, then quickly execute 
atop aledgeon the right side ofthe open the swimming dino, you'lllosea willjumpinto the water from above pop up from the ground, then adoublejumptoland 
area. Use the Sky Flyer to propel upto cookie if you do. (he should be by this opening). climb up this tree; across from the nextto the ape. Voila! 
the ledge and break out that Time Net. Climb out atthe angled log after platform thatis home toDr. 
he’s been captured. Monk, Monkey #4. 


IMERTTACK! 
ie the best tlme. Nag 


Atthe top of these rampsis Finally, can By completing the level perfect- 


When you return to the level, to . be captured with the help ofthe ly, you open up the Time Attack | 
snag apes 5-6, head back into sea serpent. Head into the water mode for this level. Now, you | 
the water and swim back through and take aride onthe seaser- have to try and capture four of / 
the channel. Follow the col- pent’s back. When he gets close the six apes inthe levelas fastas 
lectible trail into anisolated area to the cliff that the ape inhabits, possible — see if you can beat the 
witharamp out of the water that do adouble jump to getup onthe best posted time! / 
leads tosomesteps. cliff with him. Bag him! | 
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TOAREA 1 


Begin your adventurein this 


primitive area by heading up the 


ramp. 


After Cocoisin your possession, jump 
onto the moving platform, then off at 
the top. 


Use your Stun Club to whack the shells 
and reveal the pesky critter, When you 
hear the pterodactyl screech, getout 


Atthe top, you willimmediately 
find two apes. Thereis 
, who's justacross the 


water... 


ofits way (watch for its shadow) — him. 
unless you wantto be grabbed and 
dropped from up high. 


with 
atop him... 


On the other side is a huge T-Rex, 


» riding 


.. And , ontop 
ofa platform atthe opposite end 
ofthis area. 


Thenextareacontains the level’s 
Specter Coin, floating over aramp 
which you can’trun up. Go around to 
the top ofthe ramp, thenrun, jump, 
grab andslide! 


IfJ. Thomas darts under another shell 
before you cangrab him, repeatthe 
process with your club until you bag 


and , who’s 
hiding behind the waterfall. 
Jump into the waterfall and bag 
Scotty first. 


Itis your choice as to which one 
you wantto nab to clear this 
level. The other one willbe wait- 
ing for you once youreturn. Let’s 
oe the one onthe back of the 

ino. 


Thereis also anestup here, protected 
byarather large pterodactyl, 

, ishiding under 
one of the empty egg shells. 


Now, head pastthe nest andinto the 
cave. 


Then, double jump across tothe 
other: side and getready tonab 
Coco. Make sure yougetridofthe 
baddies who pop out of the ground, 
as he will use them for his protec- 
tion. Ifyou don’t quickly grab Coco, 
he willjump back and forth, across 
the water tothe opposite land 
mass. 


What youneed to dois to getT-Rex 
to bash his head into the sides of 
these rock platforms four times. 
Once accomplished, the ape will 
fall off of his back. Simply tease him 
byresting onthe grey 
rocks, then back off when 
he charges. Runto the next 
platform and repeat. 


After four knocks in the noodle, one 
groggy monkeyis yours for the snag- 
gin’! 


On the other side, you will find yourself 
trappedinacage...no worries! Simply 
equip the Slingback Shooter and fire 
one atthe red button just outside of the 
cageto openit. 


Now, return tothe main area andgo 
past the waterfall. Hop onthe moving 
platform, then use the Sky Flyer to 
propel yourself up to this ledge above 
the waterfall. 
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Returning to the level, come backto 
the T-Rex area and grab 


Once outside the cage, you willneed to 
knock Rocky off of the Stegosaur’s 
back. To do this, simply use your Stun 
Club to knock the bombs thatthe ape 
throws atyouinto the path ofthe dino. 


Toget , either fol- 
low the path behind the waterfall or 
just execute a double jump, followed 
by the Sky Flyer, to get across tothe 
other side of the water. Either way, get 
over there andsnag him! 


Now, for . Head 
back out, past the nest, and across the 
waterfall. Straight ahead and around 
the corner is a cave — head intoit. 
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Area Start 


After acouple of hits, the dino will r Ree EES, 
stumble and Rocky will fall tothe , £31 Specter Coin 
ground; easy pickin’s for the Time Net! | y; Eprence/EAL 
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Movables 
Breakables 

RC Car Switch 
Red Wall Switch 
Red Floor Switch 
Cog Wheel 1 

Cog Wheel 2 
UFO Pod 


= Spring Pad 
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We begin the Mysterious Age with Upon beginning the level, follow 
the Thick Jungle level. There area your Monkey Radar to find 

total of 14 apes that must be found and 

inthis level, but we'll only be able , inside two 
tosnaga portion of them, as there ofthe plant pods hanging from 
are acouple of gadgets we are the big tree in this first area. 
going toneed before wecan 
reach the remaining apes and 
Specter Coins. We begin this level 
by receiving the Monkey Radar. 
This gadget will help you locate 
hard to find apes. Give itatry! 


Use your Stun Club to roustthem 
from inside the plants, then catch 
them before they jump backin. 
Those ferocious-looking plants 
onthe ground won't hurt you, but 
they will slow you down. The 
bees, on the other hand, dosting. 


..Anarchway leading into 
another area with a Specter Coin 
ontop ofit (we can'treachitnow 
— we'llcome back once we grab 
the appropriate gadgeb)... 


...And another wood arch, next 
to the tower where we snagged 
George, leading into the next 
area. Let’sswim through there. 
Now, explore along the water 
and you will find: a grassy area 
withsome gold chips arounda 
tree andontop ofit... 


Jump into the raft, using both 
analog sticks to controlit, and 
paddle straight ahead forthe 
small wood dock. Don’ttry 
swimming, as that big fish has an 
‘electric’ personality. 


Once onthe dock, shimmy up the 
pole, jump and hit Herb with your 
Stun Club to knock him down and 
baghim. 


Fool around too much 
nN _ 


Instead, use the Monkey Radar 
again to locate 

(aim it diagonally to the right). He 
is justashortraftride away. 


Use your Stun Club repeatedly to hit 
the wood cog-wheelin this area. It 
opens up agate in the water, behind 
which Dilweed hides. 


Get back into the raft and follow the 
line of gold chips. Atthe large wood 
dock with the covered roof, jump out. 


Use the radar again to locate 
-Heisina 

small wood tower (by the way, 

using the L2 button, youcannow 


zoom-inonthe apes andfindout | 


their names anda briefape 
biography). Jump up there and 
get him! 


When youarrivein this area, 
look to your right and use the 
Monkey Radar to locate Maki 
with a Specter Coin right below 
him. Unfortunately, Maki 
requires the aid of the Slingback 
Shooter to nab him and we don’t 
have that gadget yet. 


y =X LIVE 


Dilweed 
Monkey Level | 


3 ¥ 


Now, get the Monkey Radar 
working again and locate 


Makesure you open the gate all the 
way, then divein and make a quick 
swim for itto get to the other side 
beforeitcloses. 


Cen read your a) 
a bi 
Upon arriving, use the Monkey 
Radar and look to the right to find 
Nasus — we'llend up coming 
back for him. 


Bag Dilweed and head through 
the cave to thenextarea. 


To the left, you'll find: 
, onabluffhighover 
the water. 


Now, getintothe next raft and 
paddlealongthe chip line. When 
you getto theangledlog hanging 
over the water, paddle pastitand 
head around the corner tothe 
large wood structure. Our first 
; Specter Coinis here. Simply align 
—— the raftwith the coin and double- 
jump tosnagit. 


Now, return tothe land mass 
with the angled log onitandjump 
out of the raft for terra firma. Use 
your radar and you will find 
Mitong. We willsnag Mitong 
when we come back into the 
level. 


For now, runup the log and you 
will find Stoddy up here, knock 
him down ifhe’s climbing onthe 

vines. Snag him to complete your 
first trip through the Thick Jungle. 


Upon returning to the Thick 
Jungle, head toward the water 
and locate the Specter Coin over 
thearch. 


Jump up ontothe grassy area 
across the water from the arch. 
Use the Sky Flyer (after arunning 
double-jump from the water's 
edge) to getup onthe top ofthe 
archandsnagthe coin. 


Jump out of the water and you will 
immediately find f 
ina flying saucer. 


Whack the UFO with your Stun Club 
three times (or shootitwith your 
Slingback Shooter) and he will come 
crashingto the ground. No time like the 
presenttograb him. 


Now, drop into the water andswim 
through this same arch, into the next 
area. 


You will find that you are backin 

the angled log area and that our 

friends. and 
are 


Now, use the Sky Flyer to getup 


}, isto the right 
tothenextarea. 


hanging from some vines just 
past the first rolling boulder. Use 


Once you bag him, head around 
the corner and through the cave 
opening to the nextarea. 


the Slingback Shooter to knock just rains forus. ump 
him tothe ground. up onto the grassy pla' 
forms ontheleftto take 


care of Mitong. 


Then, continue up to the next 
grassy area and watch as Nasus 
jumps into atree thatsuddenly 
comes alive. 


Use the Slingback Shooter to 
knock him down, and he’s inthe 
bag. 


Once on the other side, use the 
Sky Flyer to fly up to the red, rub- 
ber platform onthe right. 


From asafe distance, you will 
need to attack each of the tree’s 
leave ‘hands’ with the Slingback 
Shooter, followed by a shot 
directly into the tree’s ‘mouth’ 
where Nasusis hiding. Use your 
most powerful ammo to speed 
things up, but any ofthe three 
different projectiles will work. 
Grab that silly little monkey when 
the excitementis over, 


Fromhere, bounce upto the 
highest part of this area and use 
the Stun Club to open the gate. 


Now, head back into the water 
and swim out of the area. Next, 
use/rotate your Stun Club to turn 
the cog-wheel to open up the 
gate where you previously 
bagged Dilweed. 


Now, head back into the start of 
the level (the area with the plant 
pods) and look for the dirt path 
thatis on adirectline, straight 
ahead, from the very point 
where youstarted the level. 


You will find that you are backin 
the first rowboat area. 
Remember 2? 
It’s time to snag him. Swim over 
tohisarea. 


Thereisacaveto the final area of 


thelevelhere. 


Bag him, then head through the 
wall of vegetation, tothe other 
side. 


TOAREA1 


AREA 2 
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B = Monkey Ey = Movabies 


& = Crated Monkey Ij = Breakables 
BlueMailBox [J] = RCCarSwitch 
Red MailBox [fj] = Red Wall switch 
Area Start [Bi = RedFioor switch 
Enemy B= cogwheet 1 
SpecterCoin [ff] = CooWheel2 


Entrance/Exit @ = UFOPod 


MONKEYS: 

6 TO BEAT LEVEL 

13 TOTAL 

SPECTER COINS: 4 

NEW GADGET: NONE 
ADDITIONAL GADGETS 
REQUIRED: SLINGBACK 
SHOOTER 

SKY FLYER 


Now, walk over to the rock edge of this 

area and use the D-pad to move the Drop ontoit and continue dropping 

cameraso you canseethesmall until you enter a cave. Follow the path 

grassy platform just below you. to , whoalso 
happens to be the final ape in this 
level. You will also find the fourth 
Specter Coin here. We’re done! 


Vehicle [Bl = spring Pad 
, is rightin front 

of you. Like Nasus, he willjumpintoa 

killer tree. Take care of business. 


stam fa 
Pontes tae! | 


Searching for gold 


Now, we're back outside with Bag Kenny, then goto the big 


Notimeto waste inthe Dark Ofcourse, heimmediately You will also notice that another For now, head up thestairs near 


Instead, slide down the icy ramp, Now, cross the floor gates once 
Ruins, so let’s get crackin’. makes arunandjump across for ape, Stan, is inside the cage. We the left side of the cage. nabbing the first Specter Coinin moreandkeep moving across x block with the green handicon on 
,isdead the other side. You will have to will have to come back for him the process. the vine-covered area offloor it. 
ahead. chase him down around this later. and through the door. 


cage thatis housing some 
ancient monkey ruins. He’s not 
too smart but he’s fast. Ifyou 
can’t catch him one way, head 
the other andhe’ll run rightinto 
you. 


CED Re Speed 


Nuzzy, Attack™||) 
Monkey Level 3° Alert [lil 


— 


His short legs ale speedy 


= 
F 
Let’s goinside. You can optto pay 
no attention to the purple mean- 
jes. When you hit them, they sub- 


divide, making it harder and Atthe top of the rampis Push the block to the floor below Once inside, take alook around Take care of the fire guys, then While on the ledge, stop and pull 


Inthis upper area, we have two 


path choices — wecan either go . Sy harder to killthem. If you're (itwill break open an area of the and find the second Specter Coin SLOWLY head up thethin ledge at the Monkey Radar out. You'll find 
through the automatic door, into > ae / looking for goodies, use your floor) and drop downtoit. You tothe left. the opposite end of the room. , waiting for 
the building atthe center of this : : Stun Club to rotate around andlet will find another opening to the youatthe right end ofthe room. 
platform... +0F, look for the birds and jump them walkinto ituntilyou get inside areainthe hole thatitcre- 

| across the series of isolated plat- themall. ates. 


forms, across the chasm. 


a ee 


Mav Attack || 
Monkey Level 2. Alert [ 


\ 


Instead, you must make use of Dreams about being a star 
your stealth abilities. Jump 
down, then crawl toward Nuzzy, 


Now, turn to find Nuzzy and you 
willsee thathe controls alarge 


Snag him then, atthe ramp with You will come to a pair of floor Ifyou look to your left, you will This will drop you into anew Once you arrive atthe top snag wall fan via ared floor switch. bei 1 fi Once you've bagged Nuzzy, 
the Specter Coin onit, take a gates opening and closing. Wait see another ape, Trance, behind area. Jump up and snag the extra Specter Coin#1. Believe is ifyoutryto ites up Peaete ne ete make use of the Monkey Radar 
right. forthem to come to the closed the bars. Stand on top of the next life thatis in here. Then, ridethe Gnd éitackhim, he willturniton roll ontoyour side by pushing once more and locate. 
position, then cross. floor gates and wait for himto elevator up tothe next area. and blow you backward! down ontherightanalogstick. 4 
trigger thered switch. This will keep you from getting 
too blown away by the fan. 


Ah, there’s that pesky Now, go around the corner, past the Up here you will find Bernt swinging on He resides in acove above the two fire Once you've bagged Mav, you've 
—letsnethim! moving statues (you can club them) some vines. You need the Slingback enemies, highonthe right wall. Use completed the first phase of your mis- When youreturn tothe level, use 
and take the elevator up to the next Shooter to bring him down and we the thin ledges to jump uptohim. sion! the Sky Flyertosnag 
area. don’thave it yet. Youcan betwe'll be —heisresting atopaplatform 


seeing him later. just above you as you begin the 


level. 


Then, return to the area where 
the block created the hole in the 
ground (it’s beenre-sealed) and 
head back inside through the 
opening inthe ruins. 


Headinto the doorway andinto 
the room where we found Nuzzy 
and Mav. Now, head past the thin 
ledge that we used to nab the 
Specter Coin and into the next 
area, 


Instead of going back inside and 
through the ruins, use the Sky 
Flyer to glide over the cage and 
down to this platform. 


Now, turn and locate the red button off 
in the distance. Use the Sky Flyer to fly 
over to the area. Then, use the 
Slingback Shooter to activate the red 
button and open the door. Head inside. 


X LIVE.) 


Bernt 
Monkey Level. ; 
f= { 


Attack! | 
Alet — 


We're going to have to get back to 
the top and push the block again. 
But, before we do that, let’s nab 

, who is swing- 
ing onthese vines above the 
long, slippery slide. 


You will find yourselfinside the 
cage, home to . 
Putthe bag onhim! 


Straight ahead and to the left are 
the steps to the isolated plat- 
forms that provide Spike's path of 
travel over the chasm protected 
by huge birds. Go there. 


This room features an elevator atits 
center that will take Spike to alower the Monkey Radar to locate 


Getting himis ohso easy. With 
the aid of your Slingback 
Shooter, allittakes is one good 


shotto send him tumbling down 


the slide and into your waiting 
Time Net. 


Notice the poles with the green 
up arrows painted onthem. 
Climb these two poles... 


afraid to look down 


WYaeS 


Use the Monkey Radar to locate 


, across 
the way. 


level, anda door that willlead him 


back outside. Let’s take the elevator. 


When you arrive atthe lower area, use 


Now, head out the door tothe 
right (be careful of the collapsing 
platforms) and, once again, push 
the block over the edge. Use your 
Sky Flyer to floatdown tothe 
opening. 


...to reach another Specter Coin 
(#3) — sitting atop aroof. : 


Jump across the platforms and | 
snag the Cratman. Then, use the 
Sky Flyer to fly up to the platform 
above Spike and snag the chips. 


7 is 
x LIVES) obiis 
Runt Attack | k 
Monkey Level 3 Alert [ME | 
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When you find him, he will take 
offacross the water and knock 
down the platforms that youmay 
have been able touse to follow 
him. 


Once you navigate these jumps, 
you will have to gothrough 
another door. 


Coin. 


To beatit, simply avoid the fire and 
take shots ateach piece of the statue 
with your Slingback Shooter and flash 
Or guided bullets (normal bullets 
aren't strong enough). 


After snagging Chino, drop into the 
water and, under the bridge that you 
crossed when you first entered this 

area, you will find the fourth Specter 


Instead, runalong either the 
rightor left-side paths atthe 
water’s edge, patiently waiting 
for the protruding platforms to 
retract. 


Once onthe other side, simply go 
into stealth mode and sneak up 
on Runtto bag him. 


ontherightside abo 
Double-jump into it. 


Now, head around the ledges with the 
protruding platforms and, onthe other 
side of the doorway, find this opening 


Ifyourun out, time your attack and hit 
it with your Stun Club. 


On the other side, thereisared 
switch onthe floor. Trigger this to 
open the door. Runtwill be there 
when you arrive andheis offto 
the races. You could chase him 
all day, but we've gota better 
plan for you. 


Assoon as you snag Runt, 


, willappear inthe 


same general area (you might 


have to take alap around once). 
He will pull the same stuntas 
Runtand try to escape over the 
retreating platforms. 


ve the water. 


hole. Roust him out, nabhim and 
the levelis 100% complete 


Grab the free life and then head into 
this room with a fire-breathing statue 
inthe middle ofit. 


When you destroy the statue, agold 
tombwill open up, revealing 


Inthenextroom, he will attempt 
to escape by travelling acrossa 
series of dropping platformsin 
the middle of the room. You'll 
havetotake the platforms that 
shoot out of the walls when you 
trigger the red floor button. 


The difference is; he shoots rock- 
ets atSpike. Keep your distance 
and try crawling toward him 
once you've gone througha 
door. If hishead lampis blue, 
you’re in good shape and you 
can sneak up behind him and put 
himinthe bag. 


TRS 


, inside the 


Cath | 


Freeto 
Monke’ 


Rime? 


V Lamenting his lost love 


Crash, 
Monkey #8 


You also are presented with two 


Allright! With the Slingback 
path choices; you can either cross 


Shooter in your hotlittle hands, 


Once onthe other side, it’s time to 
pull out the Slingback Shooter. 


it’s time to challenge the chimps --and Freeto. the bridge or jump across the The best way to useitisinthe 

in Cryptic Relics. Pull outyour spinning stone barrels. Let's first-person camera. Aim with 
trusty Monkey Radar and you cross the barrels first. Don’t the leftstick and pulldown and 
willlocate the firsttwo simiansin worry too much about falling off; fire with the right. The first victim 
the level: Bazzle... the barrels feature asticky sur- is waiting onthe ceiling. 


face. You should have no prob- 
lem snagging the gold chips. 


Pally, 
Monkey #7 


TOAREA 1 
TO AREA 2 


Freeto, 
Monkey=1 


Let’sget .Pushthe 


= es aver thsred jewitch, to pest Now, go back to the block andlook for 

1 gate separating the two of you an: the hovering bird and the red switch. 

nethim. Pull outthe Slingback Shooter and wail Mbp cliinptae catia ad 
onthe bird, then hit the switch. Aclear see Baz sittingnextto 
platform will appear. Cross it. it) 


When you hitit, another clear path will 
appear. Get onthe moving platform, 


then get offand bag Bazzle. Now, drop to the ground below from Onthe other side, youwill come to two 
9 the edge of the platform and look for red switches that control gates to two 
the next red switch. Hitting it will make different openings. Use your Slingback 
asolid bridge appear, nexttotwo Shooter to defeatthesenew, metallic 
birds. Nail the birds and cross the baddies when they stop spinning, then 
bridge. gothroughthe one onthe right first. 


x LIVE Speed 
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B = Monkey [= Movabies 


Crated Monkey [fj] = Breakables 


Blue MailBox [fj] = RCCarSwitch 


Red Mail Box [J = RedWallswitch } 
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Entrance/Exit @ = UFOPod 


* Pushy little dude~ 


Once inside, pull out the Monkey 

Radartolocate i 

Then, take care of the ceiling dwellers. When you make it around the corner, 
you will find Troopa sitting onared 
switch. Use the Slingback Shooter to hit Cross itand putthe bag on Troopa. 


the button anda bridge will appear. 


= Vehicle Il = springPad 


Now, return outside, hit the next 
red switch and go through the 
other gate. 


Backinside; go up the ramp and 
shootthe switch behind the gate 
onthe right to openit. 


Behind these bars resides 


After you apply the net to Stymie, 
take alook around. Youwillfind 

the level’s only Specter Coin, but 
we’llcome back later for it. 


By activating thered switch 
behind this sheet of glass, Spike 
opens up agate backinthe 
waterway. Head back tothe 
water and swimthrough. 


Outside, quickly hop out of the 
water, onto the leftside. Here, 
you will find a bird and anarrow, 
clear ledge. Shoot the bird and 
tread carefully across the ledge. 


On the other side, take care of the 
next bird and check your Monkey 
Radar, just to make sure that you 
are stillon the Spanky trail. 


Now, double-jump up tothe 
grassy ledge and head inside. 


~ RULE~ 
First to goal wins. 


Inside, you'll find Spanky, afree 
life, abird and ared switch. Take 
care ofthe bird first, then bag 
Spanky, grab the free life and hit 
the switch. 


Go through the now-open gate 
and you will find yourself back 
inside. 


Now, find the room with the 
wood cog-wheel and go down 
the hallway to the right ofthe 
wheel. 


Once you've gotthe fifth chimp, 
you've cleared the level. You will 
immediately be taken toalevel 
called “Stadium Attack” — a foot 
race between Spike and Jake. 


Inthenextroom, you'll finda 
couple of purple guys andatall 
columnin the middle of the 
room. 


Fornow, gointothenextroom Before bagging Jesta, shootthe 
and hit the wood cog-wheel to two birds to get them out ofthe 
open the gate thatseparates you way. 

from ‘ 


When you return to the Cryptic 
Relics, cross the bridge on the left 
and head back to the area with 
the twored switches and two 
gates. 


xX LIVE Speed 


Pally Attack {I 
Monkey Level 2 Alert — 


Has the soul of a poet 
th ata? 


Head up the ramp andusethe , isresting comfort- 


Slingback Shooter to trigger the gate. 


Take care of the purple guys, then 
rotate your Stun Club to tear apartthe 


Now, jump across the water to the 


Check the Monkey Radar and it will tell 
pole. Shimmy up andjumpinto the 


you to go through the far gate. Hitits 


Once inside, check the Monkey Radar 


again to discover thatthe monkey is ably atop it. 


red button and head onin. none other than stone column. Grab Pally when he hits roomabove. 
(no doubtnamed after the co-author the ground. 
of this book). 


f z gE 
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King of the Apes 


Pull outthe RC Car and “drive” Crash 
out and into your net. 100% comple- 
tion city, baby! 


Ld 


Take care of the ceiling dwellers along 
the way, then you'll come tothe Crash 
cage. 


Use the Monkey Radar to find 
, behind a cagein this area. 


Swim around to the left and get outin 
this area; featuring a large bird pro- 
tecting what looks to be aglass mural. 
Take care of the bird and use your Stun 
Club to bash through the glass. 


You should remember this room. It’s 
where the level’s only Specter Coin 
resides. Locate it, then use the Sky 
Flyerto snagit. 


Shimmy down the pole, then drop into 
the water. 


Gra STADIUM ATTACK  BEcakCccep 
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B= Monkey [A= Movabies | Morewater... .. leads to this area. The key to Follow the spiked balls around Your reward:five shiny Spector 
B= CratedMonkey [J = Breakables ; navigating across without getting (jump over them if you have to) Coins. Waytogo! 
conte eke hit by the swinging, spiked balls and up to the finish line. 
isto headtothered-striped, 
Red Mail Box Red Wall Switch right-hand edge of the path. 
Area Start Red Floor Switch 
Enemy Cog Whee! 1 MONKEYS: 
c= spectercoin [ff = coo wneet2 STO BEAT LEVEL 
QO = Entrance/Exit = UFOPod 8 TOT. ‘AL 
0 = Vehicle [Bl = spring Poa SPECTER COINS: 1 
NEW GADGET: DASH HOOP 
ADDITIONAL GADGETS 


REQUIRED: SKY [FLYER 


= =) 
B= Monkey 


a 


[J = Movables 


Crated Monkey = Breakables 


Blue Mail Box RC Car Switch 


Red Wall Switch 


Red Mail Box 


= Area Start = Red Floor Switch 


= Enemy Se} Cog Wheel 1 
= Specter Coin = Cog Wheel 2 


A 
* 
OC = Entrance/Exit @ = UFOPod 


BB) = springraa 


First to goal wins. ” a i ; | | 
When you finish off Cryptic Fromthe start, aim for the gate When you hitthe water, apply As you approach the edge ' 
Relics, you will automatically be straight ahead, this will give you the R1 button and kick those feet! straight ahead, quickly hop out. ! 
transported Dimension X, where ashort-lived turbo boost. Follow the path to therightand 
you will race against Jake for five jump up onto this platform. “ 


Spector Coins. Getready! 


sped ype X LIVE 


idget Attack | Sandy 
Monkey Level 1 Alert I Monkey Lev 
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Coo! Blue 
Monkey Level 1 


Songarchitect 


To get across this pit of coals, double 


Before your butt hits the buttom, hitthe Itlooks tike we" 5 = 
jump from platform to platform. Make low the path around to this slide. jump button once and youwillland sunny onitabace co ne etl welt find four monkeys soaking 
sure you jump from the very edge or without hesitation. Ifyou slide all the havetowork ono a ta ae ice eS 
you'll find out the true meaning of “hot way tothe bottom, youwilltakea Head up the sand: ur an ster. gs 
seat”. Don’tworry if Jake get’s alead momentto recover. downto the bea fa on 


during this part, we'll catch up. 


Now, nab your last, unfortunate vic- 
tim, grab the gold chips in the water 
and then head through the now- 
opened door. 


Tocross the steel platforms, wait forthe 
firstto drop and then take arunning 
double jump asitraises back up. Ifyou 
time it right, the second should be rais- 
ing up as you come toit. Jump again and 
runacrossto safe, solid land. 


First things first, head down tothe 
beach and through this opening. 


For your information, you can crack 


these crabs open by firsttipping them 
over with your Stun Club (or by trip- 
ping on them) and then pressing down 
onthe left thumbstick in the middle ofa 
jump. 


On the other side, head up the moun- 
tain path and stop just before you 
reach these twosteel collapsing plat- 
forms. 


The key to getting across this gapisto 
patiently wait for to 
stand onthe switch in the ground. Ifh 
stands there long enough, a platform 
willjut out from the mountain, allow- 
ing youtorun across. 


Timeto get . Ifyou 
pull out your Monkey Radar, you'll find 
him juston the other side of the open- 
ing, hanging out ona ledge above. 


Grab all four but, after the third, you 


will trigger a door open onthe sideof 
the mountain. 


Getting across is acinch but, before we 
do, allow yourself to walk on and fall 
tothe ledge below. Thereisasmall 
bounty of gold chips down here anda 
palm tree to climb to get back up. 


Get over there and grab him, andit’s 
level over. We'llhave to revisit the 
levelin a bitto getthe restofthe apes 
and the Specter Coin. 


You should know whatto do but, justin 
case, we'll tell you. Equip the Sky Flyer, 
propel up to the ledge and net that bad 
monkey! 


The steel door up here isn’t opened, so 
hop back down tothe main path and 
getready to nab another monkey. 
Traverse those collapsing platforms. 


(3 | Speed 
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« Totally out,of it ‘ 
, I Pe 
Ifyou turn around and face back from 


where you came, you'll spy another 
monkey across the way. It’s 


Back down and to the leftis an eleva- 
tor. Take aride. Atthe top, do an about 
face and you'll come face-to-face with 
the etal only Specter Coin. It’s yours 
now! 


---which will throw you into this 
bumper... 


Dead ahead, you'll find 

. Use your Sky Flyer to pro- 
pelacross the gap. When he sees you, 
he’llhop into his UFO. 


Before we get him, propel down into 
this area with the metal girder leading 
backup. 


Ok, you can optto exit the way we 
came, back through the cave opening. 
Oryoucan take the cool, out of the 
way, path. To do this, open the steel 
door by manipulating the cog-wheel 
with your Stun Club... 


...which, if you hitit atthe right angle, 
will propel you toward the closing 
door. Head through it! 


Use your Slingback Shooter and bring 
him down. He’s pretty fast, so adjust 
your aim accordingly. 


Down here, you'll finda cave opening. 
Inside the cave, you have two choices. 
First, head to the right and up the 
slopes, Atthe top, you'll find a bounty 
of gold chips in front of these bars, 


..then quickly turn around andrun 
through this turbo gate... 


Now, drop down, traverse the col- 
lapsing platforms once more and pro- 
pel yourself upto the platform 

where Moko awaits. Grab him and 

it’s 100% completion! 


MONKEYS: 


5 TOBEAT LEVEL 
8 TOTAL 
SPECTER COINS: | 
NEW GADGET: NONE 
REQUIRED: SKY FLYER 
Equip your Slingback Shooter Now, quickly run across while it’s If you're good with the Time Net, Take ajumpinafter Kalama. 
_—_<S Es > | andstartshooting away atthe lowered and getready to adda you mightbe able to capture both Doing your best to avoid the 
Monk Bi] = Movabies | wheel using your normal bullets. couple more monkey notches to , and sharks, shootthat Water Netand 
B= Monkey itshould take about 16 hits for your belt! , before they spread reelhimin. 
A= CratedMonkey [ff] = Breakabies thedrawbridgeto completely out. Ifnot, don’t sweatit, Oreo 
Blue MailBox [fj] = RCCarSwitch tower. willstay up top, while Kalama 


heads for the water below. 
RedMailBox [fj = Red Wall Switch 


= AreaStart [Bi] = RedFloor Switch I 
Enemy BB = cogwheel 1 
Specter Coin Cog Wheel 2 


Entrance/Exit +@ = UFOPod 


Vehicle = Spring Pad 


Stay in the water and head toward the 


opening straight ahead. Before you When you come outthe otherside, Fromhere, double jump over to the 
head outto the North, dive down and you'll find yourself in a water-filled, next, then make ajump for the closest 
go through the opening on the right cavernous room witha health- vine. 


replenishing cookie jar, platforms in 
the middle, andvines hanging from 
the ceiling. Hop onto the first platform. 


Climb up to about the middle of the 
vine, then make another double jump 
to the next. From here, it’s one more 
double jump onto the high platform 
where , is waiting 
for you. 


One more monkey to go for level com- 
pletion. Inthis room, we have multiple 
choices. First order of business is to 
clear the area of any baddies. 


Once he’s been netted, take alook and 
you’llsee you're ona platform over- 
looking the shark-infested waters 
where we started. Hop back in and 
head for that opening to the North. 


ef 
LIVES (et 
© chip 


™“ 
Sie 


Little Juvenile Delinquent The sixth and seventh sections are 


safe, but the lasttwo are covered by 


Take care of any nasties and col! Thereare multiple monkeys in the 


Ok, let's startwith Take a dip in the water, aim your Mission completed; hop out of the lect the goodies in this clearing, pranched areas. Let's go for the easi- Each pendulum takes up two ofthe another pendulum. Repeat the 
onthe hammerhead Water Net right athim and shoot. water and onto theramp against thenrunupthelong concrete ape down the right path. Rounding bridge sections (each sectionis process then go get 
shark, dead ahead. Itmightbe easier to come athim the wall on the left-hand side of slope and stop in the middle at Siting you'll find along, sectioned marked by amonkey face). Wait for before he hits you with his laser 
from the side. Make sure you the water. top. You should be able to see iff =. Se with razor-sharp pendulums the pendulum to swing past, then head beams (he’s so tired, that you can 
jump or dodge “jaws” ifhe tries cog-wheel which controls the ‘ging back and forth aboveit. for the safety of the fifth section. sneak up onhim pretty easily). 
to take a bite out of you. drawbridge we'll be crossing Ee 


Inthis main area, the branch tothe 


Okay, you'll have three monkeys left right leads us to the room with the 

to snag;let’s get to it! Hop into the swinging pendulums — noreasonto 
shark-infested shallow water and go there. Instead, head leftandinto 
swim straight ahead and through to this new room with a pair of waterfalls 
thenextarea. running through it. 


Ifyou stay far back enough, against 


this wall, you can shoot him with your Now, head for the safe spot between 
Slingback Shooter, without the threat the two falls and hop over to the sub. 
ofhim shooting back at you. Five or six You should be able to capture the little 
hits and he blows up real good. monkey with no problem whatsoever. 


Once on dryland, you should be to the 


right of the submarine, with aconcrete Fromhere, turn around and jump back 
obstacle blocking your passage. For out of the alcove to the small ledge 
starters, hopinto that small alcove against the wall just above it. 

inside it. 


There are two ways to getinto that next ..or use the Slingback Shooter to hit 


over there with the Sky Flyer from the 
top... 


opening withthe Partially destroyed the right side with the target onit, then 
gate and strange-looking lever block- hop tothe ground anduseitlike a pole. 
ing the way. Youcan either propel The choice is yours. 


MONKEYS: 
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DEXTER’S ISLAND 


11 TOTAL 
SPECTER COINS: 3 
NEW GADGET: NONE 

ADDITIONAL GADGETS | 

Fa : REQUIRED:SKY FLYER | 
Driving without a license ‘ RC CAR 
fae ) MAGIC PUNCH 


There are two apes in here, both look- 
ing to cause some trouble. The first, 

|, isstrappedintoa 
gun station atop what looks like 
Specter’s submarine. If you moveinto 
the room, hewill start shooting at you. 


TO AREA3 


F 
After that excursion, take a jump into - 
the water and grab the chips and TO AREA 4 
Specter Coin, then hop back outto the 


left ofthe falls. 


TO AREAS 
TOAREA | 


= Monkey [Bl = Movabies 


= CratedMonkey [fj = Greakabies 


B= BlueMailBox [Bil 


1C Car Switch 


Red Mail Box 


1ed Walll Switch 


= AreaStart [fl] = Red Fioorswiteh fp 


A = Enemy = Cog Wheel 1 


= SpecterCoin [J = Coo Wheet2 


TOAREA2 


= Entrance/Exit_ @ = uroPod 


Vehicle 


= Spring Pad 


One more jump should put you face- 
to-face with ', who, 
according to the Monkey Radar, likes 
to tell lies for fun. You know what we 
do to monkeys thatlie don’t you? 
That's right. 


Atthe top and around the bend, you 
should just be able tosee 

, who’s cavorting around 
the edge of this platform. Break out 
that Time Net one more time and tuck 
him away. That’s 100% complete! 


This island oasis is actually the 
entire body ofa gigantic creature 
the Prof has affectionately 
named Dexter. We have afew 
choices to start, solet’s getto it! 


Now, head back out and you'll notice 

thatthe tortoise is resting nextto the 

Ml wooden pier on the left. Let’s go fora 
| ride. 


Dexter will be the source for our next 
monkeys. Unfortunately, we're going 
to have to smack him with our Stun 
Club to get him to open his mouth. 
Once he opens wide, just run onin. 


Go back to where you started and hop 
across the two bone platforms, col—- 
lecting the chips as you go. 


Ignore Dexter’s head for the time 
being and head toward the wood 
gate with Specter’s face onit.A 
couple of whacks with your Stun 
Club will bring the gate down. 


Hop onto the tortoise and ride him 
towards the ship. Don’tjump offright 
away, lethim veer away from the ship 
first, then he will come back alittle 
closer. When you're rightnexttoit, just 
hop off. 


Itlooks like Dexter’s been swallowing 
up whatever tasty morsels come his 
way; talk about yuck mouth. While that 
green, frothy goo looks like acid, it’s 
safe to swimin. 


Watch out for the deadly bacteria 
floating on the other side. It’s bestto 
deal with these with your Stun Club 
spin move, as they home in on you. 


Inside this cave, you'll find 
. Avoid his fire 
and give him the Net. 


Also inside here is a red switch, 
which opens up a gate which 
releases alargesea tortoise. 


Onthe shipis , hang- 
ing out on the port (left) side. Why not 
crawl around the back and surprise 
himwith your Time Net? Don'tforgetto 
collect the Specter Coin justin front of 
the mast. 


First things first; hop on into the goo 
and grab the 2nd Specter Coin and 
tokens underneath the huge, half- 
submerged pirate ship. 


Next, walk across the wood plank and 
getready to trek up thesunken ship. 
Take a quick breather and beware of 
the deadly bouncing barrels that come 
crashing down from above. 


They're actually pretty easy to 
avoid. Justwatch for their shad- 
ows, as you make your way up 


Give him some of yourown 
Kung-Fu justice, but be careful, if 
yourunintothe upside down 
tonsils, they will bounce you 
around likea pinball. 


section. 


inthis next area, you'll finda 
grotesque, spiked, grub-like creature 
hanging from the roof above. His 
weaknessis his eyeball, whichis posi- 
tioned at the bottom of his “head”. 


This next area has a small 
water-filled Openingin the 

_ ground. Divein, collecting the 
fokens as you go and follow the 
Sta Passage into the open 


Up top, you'll have to executea 
double jump to cross the gap and 
then break out the Time Netand 
the ship, and stay clear. capture 
Three moretogo. 


From here, jump backinto the 
goo and get out where you 
fought the bacteria earlier. Now, 
just follow the pulsating corridor 
of Dexter’s interior into the next 


Just stand far enough away (against 
the wall would be good) and shoothim 
inthe eye using your Slingback 
Shooter and normal bullets. Six shots 
should do the trick and he will wither 
up and go away. 


There are two monkeys across Firstget 
the way inside those unreach- 
able holes. Use your Slingback 
Shooter to target andshoot each 
of the monkeys. When hit, they 
will fall down into the area 


below, temporarily stunned. 


Head back down the ship, or 
jump into the murky waters and 
make your way around tothe 
other side ofthe ship. First, grab 
the chipsin the alcove, then head 
into the water to this pink, fleshy 
opening in Dexter's interior wall, 


Inthe next area, jump down into 
the sloped pitand involuntarily 
slideinto the water below 


= sas. agblack)beltyin judo 


isinside here 
andis easy togetto, but he’s also 
one ofthe more advanced and 
hostile apes inthis level. 
Running around inside we'll find 
the vicious simian, who happens 
to beablack-beltin Judo. 


Head over tothe shallow area 
where you can stand and head 
into the bacteria-filled corridor 
(there are some chips anda 
Specter Coin on the platform 
above, but we'll have to getthose 
much later). 


He was blocking your passage into this 
thermal filled area. Wait patiently fora 
few seconds anda platform will come 
down, which is being raised and low- 
ered bythe steam. Hoponandrideit 


(on 
the right).This should trigger an 
openingin the roomnextdoor... for (onthe 


.. then hop back up and repeat 


left), That's level com- 
plete! 


We'vestill got quite afew apesto 
catch — five to be exact. Well, there’s 
norest for the weary, let’s get going, 
back into Dexter’s mouth we go! 


Time to head back and deeper into 
Dexter’s recesses (ewh!). Make 
your way back over to the area 
with the flying bacteria and then 
down into the pulsating corridor. 


Inthis nextarea, you'll find three 
more monkeys: 
, and 

, who are having too 
much fun running up and sliding 
down the slopes onthe sides of the 
room;a huge, rolling sphere in the 
middle (youcantemporarily 
destroy it with any weapon) anda 
health-replenishing cookie jar 
below the entrance. 


, isjustnorth of 
the entrance nestled away in this 
platform underneath the half- 
submerged pirate ship. Hop, 
propelorswim over and break 
out the RC Car. 


Next, it’s down the slide and into 
the water. When yougetto the 
bottom, swim over andjump 
onto the ledge. Atthe top ofthese 
platforms, you'll find a Specter 
Coin behind a wall ofseemingly 
impenetrable spider webs. 
Luckily, you have your Magic 
Punch. Pull thatsucka out, smash 
those webs and claim your prize! 


Whichever Monkeyis the closest 
willbe your first victim. Just wait 
for one to slide down in front of 
you and give him the ol’ Time Net. 
Repeatthis process for all three. 


Assoonas youentertheroom, 

Quirck, andthe creature, retreatto 

the ceiling and four grubs descend in 

their place. Stay back against the 

wall and take them out 

quickly with your Slingback 
Shooter (two shots each). If 
you take too long, they will 
regenerate. 


Ifyou getthem all quick enough, 
they disappear back to the ceiling 
andthe creature and Quirck 
come back down — temporarily. 
Startshooting before they 
retreat. You shouldbe able to get 
atleasttwoto three hits in before 
they do. 


Steer that cool gadget down the 
small ramp andthrough the hole 
into the platform and drive that 
chimp out. It might take a few 
tries to get him to come out, but 
you will. 


Fromhere, once again make 
your way down the shallow tun- 
nel, kill the hanging grub, and 
thenridethe platform up tothe 
nextlevel. 


Next, hop upto the opening with 
the white substance on the floor 
atthe opposite end of the room 
and head up the ramp against the 
wallinthis new, water-filled 


Assoonas they disappear, the 
grubs return, causing youto 
repeatthe process. 


When he does come out, be 


ready. Ifyou’re fast enough with 
the Time Net, you should be able 


to gethim before he dives into 
the green goo. Ifnot, goin after 
him. 


Go into the next area, through th 


small, water-filled passage anc 
back into the main room. From 
here, use the Super Hoop (or the 


d 


RC Car) to activate the switchto © 


get through the temporarily- 
opened door. 


room through a membrane- 
door. Inthe middleis 


, whois encasedin 


the middle of anasty-looking 


creature hanging from Dexter’s ; 


interior. 


Do this afewtimes, andthe cre 
ture will pop like a pimple, spu' 


ing out our good buddy Quirck, 


grab that free life on the oppos! 


‘The Ice Ageis acold, hostile place 
and, like the Prof said, the one 
keys have adapted wellto their 
new environment. Let’s get going! 


ead back and up the pathtothe 


side of the room before you get M&xt plateau. After dealing witha 


him, he’s not going anywhere. 


more snowmen, turnto face 


Hey, that’s 100% level completene water below and you'llspya 


greatjob! 


le. Before you slide d 
lown, make 
ire tograb the Specter Coin. 


Stay out of theicy waters if you 
wantto keep your health. First, fol- 
low the pathway and jump across 
to the land mass ahead. 


Now, slide down the pole and you'll 
come face-to-face with 

, who is hiding behind 
this wall ofice. Smash the ice with 
your Stun Club and get him. 
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2. <S E— is > 


B= 
B= 


= Area Start 


Head up the slope andthen to the 
right. Just beyond, you'llencounter 
avicious, bucket-wearing snow- 
man. The best tactic is to hithim and 
thenrun away threetimes. 


Climb back up the pole and hop offto 
the left atthe top. Inthe distance, 
you'll see a wooly mammoth lum- 
bering around. Riding ontop is 


Monkey = Movables 


Crated Monkey ff] = Breakables 
Blue Mail Box [fj] = RCCarSwitch 
RedMaitBox [fj] = Red Wallswitch 
= Red Floor Switch 
Enemy [Bm = cog Wheel 1 
SpecterCoin [J = Coo Wheel2 
EntranceyExit @ = UFOPod 


Vehicle 


ee LI VE 


Popcicle 
Monkey’ Level! 2 
1 Ff 


Speed 
Alttac 
Alert [h 


Th 


Follow the line of chips and you'll spy 

- He's around 
this quartet ofigloos and willran- 
domly come out of whichever one 
has a flag onit. Get him! 


Stand in asafe area and use 
the Slingback Shooter with 
flash bullets to bring him 
down offhis perch quickly. 
Grab him while he’s stunned. 


Stay on this plateau and follow it This areacan be alittle tricky. There’sa (el 
around to face asmall gap with anicy blizzard-like wind blowing infre- fi 
area across the way. Geta running quently which will push you back 

start and doublejump across atthe toward the chasm you justjumped off g 
closest point between the two. at any moment. The three ice struc— 


tures will provide safe shelter during 
the bursts of wind. 


Atthe top, jump off onto the 


Well, what do you know, our small Level Return 
} friend Chilly, Monkey #5 is crouched Only one more silly monkey to get, so 
| ahead, shivering his simian butt off. we'd suggest you find him before 
| Crawl up to him from the side and net somebody catches a cold. Head down 
himwhile he’s distracted. the ice walkway and under the wood- 
enarch. 


From here, get onover tothe revolving 
machine and use your Sky Flyer to get Hopacross to the platform atthe top 


24 


up ontoit (you might have to break A * 
the gear box to stop and destroy it), once locate these two pointedice 
as the monkeys fixed itin your 

absence. 


wheel. 


aS 


This, inturn, willlower the Asitrotates and moves upwards, Now you can safely jump back 
revolving contraption, giving two huge propeller-like blades snow-covered platform where onthe propeller platform and 
Spike the opportunity to jump on will rotate along withit. Inorder you'll find Denggoy, 4. then across to this metal plat- 
itbeforeit ascends. notto take any damage from Nethim, then use your Stun Club form. 

these blades, execute double to destroy the gear box, which, in 

jumps everytime they cycleby. turn, destroys the propellers. 
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=< Ems a> 
B= Monkey [= Movabies 

= CratedMonkey [ff] = Breakables 
i = BlueMailBox [fi 
Red Mail Box 
= AreaStart 
= Enemy [= Cogwheel 1 
= spectercoin [i 


e@ 
A 
* 
CO = Entrance/Exit @ = uFOPod 
0 


(C Car Switch 


‘ontinue ahead and around and you'll 
ind Spike in front of some kind of large 
contraption. Head around tothesmall 


Red Wall Switch 


earbox and start whacking the cog- Red Foo: Sat 


Cog Wheel 2 


Vehicle Spring Pad 


Make your way up and around past 
the wooly mammoth and across tothe 
wind-swepticy area. 


Head between them and down the 


indy path. Atthe end, you'll find Head downi ; - 
sheers, h #6, standing nextto Te Halal et ire oa Jumpup, using your Sky Flyer, tothe Carefully follow the small led 
hirigioe arvehimienetsawecan headsbackintotn ee bao aha ihe eae tee this thick, trans~ around andinto theroom ere 

et the heck out ofhere. you. Use the Sti arentice, you'llsee two monkeys 
9 he Slingback Shooter and nor- lounging abGul some firndarebars rere tt el dome etapa 


mal bullets froma safe vantage point. get‘em. SReULbeqaea 
4 proby now. 


Rae oa a ic 


When they’re safely secured, standin 
front ofthe ice window and use your 
Sky Flyer to lift you up into the air and 
grabsome tokens and a Specter Coin. 


If Gash runs away while you're taking 
outthe baddies, he'll jump into the 
water inthe room below. Just follow 
himinandgoandgethim. 


This nextroom presents a pretty easy 
pitfall. This huge ice boulder will come 
tumbling down the ramp atregular 
intervals. Just wait for itto safely pass 
by, thenrun up andinto the safe areas 
ontheleftand right. 


Next, hop back down then traverse up 
the collapsing steps. Atthe top awaits 
#5. 


Head back out and around the path, 
thenuse the Sky Flyer to propelupto 
the ledge nextto and above theice 
window. Then, it’s up one more. From 
here, enter the cave opening. 


While you're stillin the water-filled 
room, grab the chips along the floor 
and the Specter Coininthe corner. 


Atthe top, head into the nextroom 
and, after you’ve cleaned house, jump 
anduse the Sky Flyertopropelupto 
thisledge. 


Try and sneak up on Kundra, if possi- 
ble, as he will heft some pretty strong 
bombs your way if you're detected. 


Well, what do you know, it’s Shadow, 
Monkey #4. He’s too cold and miser- 
able to notice you. 


Follow the path along up and around 
anditwilllead back outside. Here, 
you'll find another raft and a monster- 
filled lake. 


Inthis cavern, up the stairs ahead, 
you'll encounter Gash, Monkey #3. 
But, before you go after him, stop and 
use your Slingback Shooter to take out 
the baddies that pop out of the ground. 


Head back out and propel yourself up 
to this ledge with the protruding 
spikes. Waitfor the spikes to retract, 
then jump and propel up to thenext 
level. 


Before we get the last monkey to com- 
plete the level, take the raftto the mid- 
dle of the lake, then hop in and snag 
the Specter Coin submerged atthe 
bottom of theicy waters. Steer clear of 
the electricjellyfish — unless you want 
to toss a cookie. 


Level Retum 

We've got three to go ‘til completion. 
Start by propelling across tothe ledge 
straight ahead, thenuptothenext 
level above. 


Jump into the water and swim diagonal- 
lytothe right wall. Below, isacave 
entrance. (Watch out forthe electricjel- 
lyfish guarding the entrance. Stay close 
to the surface and jump out of the water 
and over it whenit |unges for youand 
then make a dive for the entrance.) 


eee Most likely at the end ofthe 
ay, is Sharpe, Monkey #8. He’s 
any easy catch. 


Youcan swim back tothe raft, or just 
head to the island inthe middle of the 
water, the choice is up to you. Either 
way, when you getthere, Ranix, 
Monkey #6, will have jumped into his 
handy-dandy flying saucer and will be 
revolving around theisland. 


From here, go up once again, theninto 
the cave. Inside, it’s up the steps down 
the passage and up onto theicy level 
with the protruding spikes. 


On the other end, you'll find a ramp lead- 
ing to Droog, Monkey #7, who is extreme- 
lyaggressive and armed with homing 
missiles. He will hop into any of the three 
igloos and a flag will appear showing 
which one he is going to come out of. Wait 
outside and net him as he appears. 


You might as well head back along the 
walkway, gathering the large gold chips 
as yougo, thenjumpinto the water and 
swim (or raft) across to this ledge. 


Arm your Slingback Shooter, hithim 
with three flash bullets and hewill 
crash-landon theisland below. 
Quickly nab him before he recovers 
from his fall, 


Keep forging ahead, up the retracting 
stairs and back outside to the watery 
area with the raft. 


Swim or raft over tothe island inthe 
middle of the water, then use the Sky 
Flyer to lift yourself onto this smallzig- 
zagging ice walkway right above. 


Dead ahead, you'll findSticky, 
Monkey #9, residing around a cave 
atthe top of these ramps. Defeat the 
baddies in the ground first, then net 
him like you mean it! Good show. 
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Inhere, you'llfind Ameego, Go back outside, then head into Inthis nextroom, you'll find the Walkinto the room just a bit, 
__ <a Em > )Aonkkey #2. He's a hostile, mis~ the large cave to the left. In this first ofthree sleeping polar equip the Slingback Shooter, and 
= Monkey | = Movables sile-launching, laser-toting little newarea, there are two door- bears. We're going tohaveto shoothim ashe heads your way. 
1 bugger. Net him as fastas possi- ways. The one aheadis blocked wake him upin order to break Ifyouline him up with the ice- 
= Crated Monkey [ff] = Breakables ble. by agate, so head into the oneto through the doorways ahead. covered doorways, afew shots 
TO AREA 1 = BlueMaitBox [fi] = RCCar Switch the right. will have himsliding rightinto 
RedMailBox [J = Red Wall Switch them, breaking them downinthe 


process. 


Area Start 


Enemy 


Red Floor Switch [f 


Cog Wheel 1 


Specter Coin Cog Wheel 2 


Entrance/Exit UFO Pod 


= Vehicle Bh = springraa 


Thefirstroom, whichis straight The second, to the left, leads to Maneuver Mr. P Bearso he’s in 


ahead when you walkintothe another polar bearroom with front of doorway number one 7 

polar bear room, hasa bevy of two more ice-covered doors. (the one straight ahead fromthe This doorway leads to yet anoth- 

chips and a cookiejar. entrance) andsendhim sliding er polar bearroom. Before we 
TO AREA2 intoit. headinthere, getaround him 


and bust through door number 
two (to the left), then head onin. 


A 


Diss, 
Monkoy 83 


This room houses "\-sa, The switch inthis room opens the Activate it, butdon’tgo through. This last polar bear room has 
LJ #3, whois gazing throughagate gate, which leads back to the first Instead, head backinto the polar only one blocked doorway. Get 
Monkey 1 with his back to you — easy room, where we cameinto the bear room andinto doorway around to the front ofthe polar 

Pickin’s! cave. number one, directly to your left. bear and send him sliding. It 


might take afew shots tomaneu- 
ver himinto the right position, 


= 


This next roomis home to Roti, We're pretty much through with Start your way up the mountain From here, just follow the pro- 
Specter Coinanda the cave, so head through both by hopping up to the first plat- gression of platforms up the 


lich. Bag the chimp, grabthe open doorways and back out- formnextto the cookie jar mountain, hopping from oneto 
Bef head back up, jumpinto the vandhitthe switch. side, we've gotalittle mountain (You're going to be using the Sky the nextand stopping to 
Be prepared, things are going to getalittle Downhere, you'll encounter a couple efore we head b ; thee ete climbing to do. Flyer quite a bit, so keepit take outthe random fly- | 
tougher from here on out. This level has ofevilsnowmen, a replenishing cook- water and swing je Opt I a. equipped). ing baddy inthe process. | 
some pretty precarious jumps, as wellas ie jar (you're going to needit), and under the waterfall. 


treacherous bits to navigate. For starters, i #1. Clear out the ene- 
jump downto the main, lower level. mies and shock the monkey! 


a - ee en” 4 


ease 


Jump and propel from the high- 
est platform (with the mailbox on 
it) to the one below and get ready 
for alittle tricky maneuvering. 


Atthe opposite end, you'll find 

. Lethim run off 
while you safely pick off the bad- 
diesin the area first, then go get 


Navigate acrossitonce again, 
then head into the cave. Keep 
going through and out the other 
end. 


Thenext, is 
also in this area, most likely dead 
ahead andin front of the moun- 
tain wall with Specter’s 
face carved into it. 


This ice platform consists of 
many separate blocks ofice that 
will collapse and fall to the 
ground once you've touched 
them. These two swinging, 
spiked balls sure aren’thelping 
much either. 


Follow the path, past the water- 
fall opening, and back outside. 
Jump from the opening on to this 
ledge first. 


Like before, hop over tothe 
ledge to the left fromthe 
entrance ofthe cave, then use the 
Sky Flyer, once again, to navi- 
gate up and across the platforms 
tothe top ofthe mountain. 


Ifyou look closely, the left spiked 
ball doesn’t quite cover the 
whole ice bridge, leaving a safe 
areato the right. Conversely, the 
right allows for asafe area onthe 
left. Just jump and propel your- 
selfas far as possible, avoiding 
the fistball by staying to the right. 


Use the Sky Flyer to get up tothe 
next ledge where. 

, iswaiting. Grab him andit’s 
level complete! 


Ok, one more deadly ice bridge 
to cross (there’s a free life and 
some chips inthe water atthe top 
ofthe fall. Ifyou goforthem, 
keep jumping while you're 
swimming to beat the current)... 


Before we grab the last chimp, 
grab that Specter Coin andthe 
chipsin the corner... 


..then head up the stairs in the 
opposite corner, getarunning 
jump atthe top of the waterfall 
and propel yourself over to the 
free life on top of this roof. 


Quickly jump when you've safely 
passed the first ball and propel 
Spike across the rest ofthe 
bridge, staying to the leftofthe 
second. 


Let’s get back to our monkey 
business and capture thethree 
leftover chimps. Make your way 
back upto the top of this level, 


using the Sky Flyer, jumping from 


platform to platform, to where 
theice bridgeis. 


...thenit’s into this new area 
where we'll find our culprits. The 
first, , should 
be directly to your leftwhen you 
enter the area. 


Ok, lastone. , 
wastaking alittle R & Runder- 
neath the steamy waterfall, 
toward the back of the area. He 
shouldn’tbe any problem fora 
veteran monkey catcher like 
you. 


Noturbo gates this time, it’s just 


} you and your Sky Flyer against 
| Jakeandhis. Activate the Sky 


Flyer as you approach th 
platform. ene 


Band then jump again atthe bottomin 
er to keep up your momentum. 


Next, there’s aset of three plat- 
forms ina row. Use your Sky 

Flyer diligently and, as soonas 
you hitthe ground, use it again. 


thelead. 


Asyouround the corner, head forthe 
right, thin platform. You should bein 
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Movables 


Breakables 
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Entrance/Exit @ = UFOPod 


Vehicle 


The fourth requires youtoruna 
bit forward before youstartto 
propel. 


i = Spring Pad 


Atthe top, follow the path tothe 
slide and hitit. Jump a bit before 
the bottom so you miss this gap... 


Runacross the thin platform and jump 
over the swinging, spiked ball if you 


need to. When you getto the end, hit 
the Sky Flyer and propel yourself up to’ 
thenextlevel. 
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Biba : : 
Quickly propel yourselfup tothe ..and onto the finish line. Good 


Round the corner and take aleap Now, make two jumps over the cone 
t | offaith. Use the Sky Flyer to pro- pits (use the Sky Fyer irypu need large platform... j aad cation pee ae Fie encase a 
. etcm,cndland infronto this Rp achcesrovors plata rm, monkeys are getting stronger by the stairway, taking outshuriken-throw- and check your Monkey Radar. There 
| eel lab (ao cnt fail a minute. It’s time to head to the dawn of ing baddies that appear along the way are three apes huddledinthe middle 
ho ee sooth algae | he civilization and catch us some more! (they take three hits, the firsttwo ofthe courtyard ahead... 
| le 


change them into small trees). 


SUSHI TEMPLE 


JQ Ewen 
WN) Speed 
Attack |!) 
Level 3) Alert # 


Hurl playing Super Hero ZX 


and one sitting up onthe roof. Ifyou crawl up to the three, you should Let the others go for now, we'll catch 
be ableto atleast get upto them ina minute. Instead, take 
, before they disperse. care of the various shuriken-throwing 
i baddies, as well as the charging boar 
ni ; 4 Hy 4 (use the Slingback Shooter on the 
] \ : boar). 


Now, , ishiding Now, where did the third chimp head Take aswack atthe bell and 
underneath the; pagoda. Crawl under- off to? Head across the courtyard and , willdrop downfrom 
neath andnethim whenheleast up the small set of stairs to the bell. insideit. Go gethim 
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Before we do anything else, let’s knock 


pow that we'vetaken care ofhim, that monkey off the roof of the pagoda, One more thing to do before wego 
Be behind the small bell tower and shall we? Equip the Slingback Shooter inside. Around the right side of the 
im some chips anda Specter Coin. and hit him with an explosive flash pagodaisa well. Hoponin. 


bullet. One hit and L 
will come tumbling down. You know 
whatto do. 


Can't wait to go home 


Downhere, we'll find a cavernous, 
lava-filled room. Straight aheadis 


Now, for Quel Tin. Jump onto one ofthe 
middle platforms and get him in your 
sights. The best bet would be to wait 
until he gets close to you, thenjump 
onto the platform he’s occupying and 


swoop in with your Time Net. 


Fromhere, jump tothe small platform 
against the wall and then make your 
way against the small, precarious path 
thatruns againstit. 


Use your Slingback Shooter to activate 


it, and the statue will move to the right, 
revealing a hidden room with that last 
monkey. 


xtul Speed 
Phaldo Attack 4 
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by 


. Likes strawberry sh 


_.and to the left, partially obscured by 
acolumnis . 


There’s another monkeyis in this cav- 
ern, butwe’re not going to nab him just 
yet —let’s collect some booty first. 
Head straight forward and make your 
way tothe platform with the huge stat- 
ue of Specter. 


Atthe other end, you'll find another 
column. Walk onto it, then take aleap 
and, using the Sky Flyer, propel your- 
selfacross the room to the broken col- 
umn atthe opposite side. 


We're going to get the rest of the loot 
first, so let’s follow the path toits end, 
thenjump and propel to the next, 
higher ledge. 


Safe andsound atthe other end, you'll 
spy another Specter Coin andsome 
chips tucked awayin analcovein the 
wall. What are you waiting for? Hop on 
overandget‘em! 


The best betis to head to the left, along 
the wall and grab Phaldo first. Heis 
much more docile and won'tlead you 
onawild goose chase. 


, istaking a bit ofa 
restonthe palm of the buddha statue 
straight ahead. He'll mostlikely jump 
down to the floorifhesees you. 


Use the Sky Flyer to propel up onto the 
broken column to the left of thestatue, 
then jump up and grab the chips hov- 

ering above. 


SE 


, is behind this 
ry pl column onthe opposite side 
pier ae He’s a toughlittle bugger, 
le same pro: 
monn, ocedure and sneak 


Nab the chips, then hop across to the 
platform against the wall. Before you 
move forward, take alook toward the 
Specter statue. There’s a switch imbed- 
ded in the far wall to the right ofit. 


,isthefirst chimp 


ome across. Try and sneak up 


This green hanging vineis sturdy 
enough to support your weight. Hop 
up and shimmy back across to the 
other side of the room, collecting the 
numerous chips as you go. 


Lower yourself safely down to the plat- 
forms below and make your way back to 
the Statue andthe now-revealedroom. 
As you approach, - 
should hop downthe ground below. 
Grab him andit’s level complete! 


While we're here, use the Sky Flyer to 
liftyourself up to the top of the statue 
and grab that Specter Coin. 


Next, hop onto the small statue case 
againstthe wall in this back corner of 
theroom... 


, isjust beyond onthe 
other cross-beam. Get him andit’s 
100% completion for you. 


Back to business. First, head upthe 
stairs and into the pagoda — that’s 
where we'll find the five remaining 
monkeys. 


, isjustto the right, 
down on the main floor, crouched 
behind the last wooden column. Jump 
over the fence down to the floor and 
use alittle stealth tonab him when he 
least expects it. 


... then, using the Sky Flyer, propelup 
and onto the wooden beams above. 
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Here’s yourchancetovisita Hop onovertothe large, grassy Hop back over to the wall and pre- Ifyou're really adventurous, 
greatwall. Unfortunately, there’s platform and collect the chips pare tojump onthe moving plat- fromthe corner ofthe other side 
notime for sightseeing, we got and the Specter Coin on the plat- form with the cycling and protruding of the wall (after you've gotten off 
monkeys to catch! Head along formjustbelow. spikes. When the left set of spikes the platform), take aleap and 
the wall just a bit untilyousee the extend, stay onthe right, and vice- propel yourself over to the 
grassy platformsto the left. versa forthe other set. Jump onand grassy platform way out there 
ride itto the other side. (youshould just make it) and 


These floating irritants will home in on 
you, hover over you and drop bombs 
on you. Youcan either stay far away 
and shootthem down with the ever- 
trusty Slingback Shooter or, better yet, 
use your Sky Flyer to slice and dice 
them as you hover. 


From here, jump onto the floating 
platform just above and ride it until it 
comes to rest against the side of the 
wall. Use your Sky Flyer and propel 
across tothe wooden platform. 


~-then do an about face and propel up 
tothenext, higher ledge. 


grab the gold chip. Now, head on 
back. 


Forge ahead and hop onto the wooden 
platform. We're going to have to navi- 


. . The lastrotating platform leads to 
oolen peter Poa otorms: Minky, Monkey #1. We hate to inter- 
ruptyour Tai’ Chilittle monkey, but you 


gots togo! 


Here, we'll find Zobbro, Monkey #2. 
Take out the rambunctious chimp 
before he shoots you witha couple 
well-aimed laser beams. 


Now, propel upto this platform with 
the red decoration lining its ledge... 


From here, hop up tothe ramped part This rolling contraption is easy to navi- 

ofthe wall (just above the collapsing gate. Wait for itto rollover to your 

stairs) and continue upward and side of the wall, hop onandrunin 

onward. the opposite directionit’s rolling in 
order to stay ontop. 


Repeatthe process atthenext 
wheel to connect these two plat- 
forms. Run across when they are 
connected, using your Sky Flyer 
togetacross the gapasthey 
retreat. 


When the platform is fully 
extended, run across — staying 
far away from the spikes — tothe 
other end. 


Don’tletthisnextlargeroom 
intimidate you. Start by heading 
to the leftand rotate your Stun 
Club at this wheel to extend the 
platform under thespikes. 


Head up the ramp and thenjump 
up tothenext. Whenyou reach 
the top, grabthe chips and, from 
the same spot, useyour 
Slingback Shooter to hit the 
extended target hanging from 
the roof. 


Upon completion, asetofstairs 
will appear, as well as agate tha| 
opens, revealing another 
Specter Coin. Grab the coinand 
head up thestairs. 


Wait for them to come out and stun 
‘emandnet‘em. Youwill obviously 
can avoid them, and follow any have to repeatthis process afew 
ofthethreechimpstowherethey _ times. Thethree chimps are 

jump into any one of three hatch- , A 
es oneach side oftheroom. and 2 


Enter the room, watching for the 


Head through the doors and 
shadows of the weights so you 


you'll find yourselfin a large 
room with achinese gonginthe 
middle and a trio of crazed mon- 
keys running around inside. If 
you watch for amoment, you'll 
see thatevery time achimpruns 
byandhits the gong, arandom 
number of heavy weights will 
drop from the ceiling. 


Second order of business; For the greedy- 
minded, propel off the platform and over 
tothe right, landing onthe grassy ledge 
and getting the chips. Yes, there’s achimp 
across the way, but we'll gethimina 
moment. 


Hop downto the lower ramp and fol- 
lowitto its end. By hitting that target, 
you should have swung over its other 
side so its justabovethe ramp. Jump 
up and useitto shimmy across tothe 
other side. 


On the other side, you'll encounter 

- With him out of 
the way, we have oneto go andit’s 
level complete! 


First order of business; Use your Slingback 
Shooter and shootthe switch to the left. 
This lowers a huge gate, allowing youto 
continue your progress along the wall 
(don’tworry about the saw blade, it’s sta- 
tionary on the end of the platform and 
won’ttouch you as long as youdon’twalk 
intoit). 


Head out through the doors up here 
and you'll once again be back outside, 
That contraption up ahead will carry 
us upto the next part ofthe wall. Just 
walk up tothe wooden bar and jump 
uptograbit. 


Above, you'll go through another set of 
doors and end up back outside. Take 
care of the flying baddies with your 
Slingback Shooter first, then hop on 


this moving platform with the huge 
saw blade atone end. 


Ignore the ape that went running off 
for the time being. Instead, before we 
head up the wall to the top, take a jump 
from the right edge ofthe platform 
where we jumped off and propel 
yourselfto this grassy platform, outin 
the middle of nowhere. 


From this point, jump and propel down 
to floor alittle ways away. Downhere, 
you'll find a cookie jar, more chips and 
a floating platform. Follow the arrow 
of chips up to thenextlevel. 


Ifyou're adept enough, follow the line 
of chips as the machine carries you up. 
Watch out for the raven whowill fly 
fromits perch and try and attack you 
@s you near the end. When yougetto 
the top, jump off. 


Before heading up thesloping path of the 
wall, head to the right onto the wooden 
platform, getthe chips, andusethe Sky 
Flyerto propelyourselfup and slice the 
bomb-dropping baddies when they come 
inforthe kill. 


If you're inthe need of some cookies, 
from the edge of the grassy platform, 
jump and propel over to and under- 
neath the wall, and grab‘em. 


Propel back over to the sawblade 
platform and jump to the other side of 
thenewly-exposed wall. Wait forthe 
sawblade to be atits lowest point 
before attempting to jump over. 
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Head back to the area with the cookie jar. 
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This next bitis alittle tough. These rolling AS ahis} 
logs require patience and good timing 
from youin order tojump from oneto the 


...then jump and propel over tothe 
next grassy platform across the way. 


Now, to getthe next Specter Coin and 


back tothe ledge above, we are going Now, head to this last, small platform, 


which has some serious chips as 


Here’s where we'll find 
}, looking through a telescope. Sneak 
upandnethim. 


You have two choices; You can either take 
the floating platform upto the level above, 
oryoucan hop up the wooden stairs, grab- 
bing the chips along the way. Either way, 
they both lead to the same place. 


tofirst have to propel backto the 
‘Srassy ledge (aim for the lower part, 
©n jump and propel up tothe top)... 


wellas the coveted coin. Grab‘em 
and propel back to the middle 
platform, then back to the wall. 


next, to getto the doors atthe top. Don't 

use the Sky Flyer, just double jump from 
onetothenext, watchingforyourshadow ~ 
to know you'll safely land on eachlog. 


Ifthe machineisn’t waiting to 
carry you back upto the top, go 
back through the doors and then 
come back out anditwill be 
there. Head back up and then 
startup the wall. 


Keep going through the gong 
room... 


Bevery careful on your way up. 
The path has narrowed quite a bit 
and there are huge, spiked 
rolling wheels coming atyou. 
Steer clear of them andyou 
should doalright. 


..and you'll eventually come 
back into this elaborate room. 


Climb up the pole next to the transpar- 


ent wooden platform and make your 


way around theroom. 


When yougethere, you'llseean 
opening where a platformlowered 
when we finished off the level before. 


top. 


Shoot the target whenyou reach the 


Ifyou drop in, you'll land on the plat- 
form. From here, hop onthe pole and 
slide downto the ledge below. 


Atthe top, you'll encounter Kong, 
Monkey #8, who, upon seeing 
you, will jump into his handy- 
dandy flying saucer. Arm your 
Slingback Shooter and take him 
out with a few flash bullets. Grab 
him whenhe crash lands andit's 
level complete! 


Hop downto the floor below and 
make your way aroundto this 
transparent, wooden section. 
Hey, isn’tthat Fooey, Monkey: 
down inside there? 


When you return tothelevel, its 7 


abitofatrekto gettothefirst 
monkey. Just follow the path up 
the wall. You'll have to navigate 
your share of pitfalls and traps 
along the way. 
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Activate the RCCar, senditat his 


to chase him out, then go and get 
him. 


Shimmy across the pole, head back 


outside and ride the contraption to the 
next portion of the wall. Justhead all 
the way tothetop. 


Hey, it’sPhool, Monkey #10. Do your 
thing monkey man! 100% complete! 
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Unfortunately, we are going to 
have to repeatthe process of 
raising the column to get back up castle roof. Why don’t you intro- 
tothe top. When you do, head duce him to your Stun Club and 
through the doors which lead Time Net? 

outside, we’llsee you there. 


There’s an entrance through thay. mightaswellpickup 
waterway down here which , whois ona platform 
leadstoanundergroundpas~ %.<+ below the ledge where the 
sage, butit’s temporarily oors are atthe top. Propelback 
blocked. So, head downto the er there and then dropdown and 
left and continue forward down kurprise him. This willopenupaset 
here, to this blue mail box. fdoors inthe main castlehall. 


Lookey here, it’s 
, Moping around the 


Atthe bottom is 
. Itlooks like he’s taking a nap. 
Sneak up and gethim. 


Last order of business before we 
head back down; hit the switch. 
This will activate small ledges, 
allowing you instantaccess up 
and down the castle walls. 


Even though there area whop- Head up the path abit, then go 
ping 20 monkeys to capture on down tothe left, grabbing the 
this level, our main goalis to find copious amount of chips along 
and capture Specter. Butthat’s the way. 

not going to stop us from nabbing 

more than a few along the way. 

Let’s start by taking out the resi- 

dent baddies first, they take two 

hits each, 


Concealed around the corneris 

. He’s avicious, 
missile-shooting little sucker, so try 
and sneak up to him by crawling. 


, over by the bells, 
canbe snuck up on by crawling around 
and netting him from the right. Buh- 
bye. 


Now, jump from the column to the next 
ledge before it retracts too low for you 
todoso. 


Now, it’s back up to the main path and 
through the castle doors. 


Next, head up to the stairs to the left of 
the door. Stop onthe first stair and get 
the cog-wheelin your sights. Use the 
Slingback Shooter to shoot the wheel, 
which will raise the column just 


beyondit. 


Asyourunup theramp, watch for the 
shadows of these bouncing barrels... 
unless you like to be flattened like a 
pancake. 


These metallic baddies can be defeat- 
ed using your Slingback Shooter once 
they stop spinning. Once they’re out of 
the way, head through theleftset of 
wood doors. 


Whenit’s raised to its limit, quickly hop 
up the remaining stairs andthenjump 
up and propel upto the top of the col- 
umn. 


Before we go through the doorsatthe 
top, let’s propel over to the platform in 
the middle ofthe room and net 


Let’s take the long way tothe bottom, 
which will net us afew more chimpsin 
the process. Hop up onto this watch 
tower (ignoring this strange glowing 
contraption for the time being)... 


Is along ride downto thenextledge, 
where a Specter Coinis waiting. 


Itlooks like: , istak— 
‘ng advantage of Specter’s absence to 
be king for a day. Take care of the sur- 
founding baddies first and then 


“crown” him on the head with your 
Time Net, 


..and hop downto the platform 
below. 


Fromhere, propel tothe next platform, 
thenjump up to the wood walkway. 
Follow it around, then propel downto 
the main path and back up and 
through the front castle doors. 


There’s another monkey in here, hid- 
ing outon the chandeliers, andtwoin 
the other rooms. Hop up the stairsin 
the corner and let’s go after them. 


You canjump down from grassy ledge 
to grassy ledge and you'llsoon 
encounter! , who, 
because he gets beat up alot, is cow- 
ering in fear atthe sight of you. Be 
gentle and give him the net. 


Let’s go through that now-opened 
doorway. We mustbe getting close to 
Specter, it’s his throne room. 


First, use the Sky Flyer to propel your- 
self onto the chandelier and you'll 
come face-to-face with 


Now, just hop across tothe next 
chandelier and then over to the 
platform. Watch out for the bats 
asyou climb the stairs and make 
abeeline for 

, who is gazing out the win- 
dow above. 


This large roomis home to more 
monkeys, afew enemies, and 
some tricky slides. Instead of 
hopping onthe platform, position onit. 
yourself directly in the middle of 
the slide and downhe goes. 


Atthe end of the slide, jump and propel 
to this red, bouncy platform with the 
Specter Coin onit. Grab the coin, then 
jump over to the next ledge with 
another guillotine onit. 


Using your Stun Club, let him chase you 
while yourun around to his backside. 
Whenheraises his sword, quickly 
whack him one in the back. Luckily, he’s 
slow and clunky, so you should have 
plenty of time to get a good onein. 


Don’t forgetto grab the Specter 
Coin sitting here as well, then 
head back out and across the 
chandeliers to the room with the 
huge postin the middle ofit. dowe? 


Atthe end, hitthe jump button 
and propel yourselfto the safety 
ofthe platform with the guillotine 


obviously monkeying around 
where he shouldn’tbe. 


There's also here. 
So many monkeys, solittle time. 


Head through the next room and 
you'll cometo alarge hanging 
platform. We’re gonnaride this 
baby. Hop on and getreadyto 
jump offto the left atthose two 
big doors. 


Atthe top ofthe large stairs in this 
room, you'll find 
. We don'tevenneed 


to tell you what to do at this point, 


From the platform outside the 


Before we head down thenext 
cell, propel over to the nextslid 


slide, take a look over to your left 
and you'llspy 


was hanging out on the stretcher 
inside this cell. Propeldown 
there andgethim. 


ee 


Now, it’s down to the floor where you 
can collect some chips andthena fight 
with a knight. This armored guard 
cannotbe attacked from the front, his 
only weak spotis his back. 


We nowfind ourselvesin an under- 
ground passage. The corridor to the 
rightleads to adead end. Head 

straight up and hit the switch, which 
will openthe gate that leadstoawater © 
passage back outside. 


Four hits later, he goes to pieces and 
your reward is some chips, anextra 
life and passage into the nextroom. 


The monkey in this gated room 
can only be gottento byswim- 
minginfrom underneath, we'll 
be there momentarily. 


..then stand on theswitchto 
open the gate leading back tothe 
main passage. Youcan'tsuc- 
cessfully make itthrough before 
itcloses without the Super Hoop. 


down. 


The nextjumpis easy, waitforthe two 
moving platforms to alignin the mid- 
dle and the next set of spikes to move 

backwards, then take the leap. 


id ©’re goingto havetotraversethe 
‘Grge gears to progress through the 
room and catch the next ape. So, head 
the oie ie jump onthe firstsetalong 


But, firstwe have to get 

, swimming in the 
huge pool of water just beyond 
the gate that we opened with the 
switch. Hopin and track him 


Hopbackintothedrinkandswim iar andacrazy obstacle course of 
around the corner. Up ahead is 


ing water. Youcantry and catch 
himwith your Water Net or hop 
out and chase him down, the 
choiceis up to you! 


Now, dive down into this underwater 
passage totherightandswimall the 
way through, collecting the chips as 
you go (hold down the L1 button to 
swim faster, or else youwon'thave 
enough air to make It through). 


, give him 


Here's the deal; Stand onthe 
right-hand side and wait forthe 
first set of spikes to move all the 
way back andthe platformto 
move all the way right — jump! 


Inthis newarea, you'll find a cookie 


razor sharp spikes and moving plat- 
,tread- forms overrunning water. Afew 
things; you won't be ableto swim 
across duetoastrong current, and 
keep your Sky Flyer equippedin 
case you under-shootyour jumps. 


This nextroom has more even more 
monkeys. When you enter, 

}, will most likely run up 
around the room and thenjump into the 
water. You can either wait for him to come 
out orjumpinand catch him by surprise. 


Lastly, move forward a bit to the end of 
the platform, wait for the second set of 
spikes to move forward (sothey are 
behind you) andjump across tothe 
safety of the floor beyond. 


Nab all ofthe gold chips inthe area, then 
head around to this switch. Hitting it will 
position a stationary gear in place 

with the others, which rotates the post 
backin one ofthe other rooms which 
opens adoor on theroofofthe cas- 
tle... whew! 


When you getto the other side, hitthe 
crawl button and getsetto capture 

. He’s hanging out 
onthis wood platform. 


Hop on the revolving gears to get 
to the gear boxin the middle of 
the ceiling. Grab that Specter 
Coin. 


Head back up the path andtothe 
castle wall. Use those steps we 
created toscale the wall and get 
back up onthe roof. 


Eventually, he’ll stop chasing you 
and raise his battle axe for the 
kill. Get as far away as possible 
(when the axe hits the ground, it 
creates a deadly aftershock, 
complete with flying boulders). 


Head back down to the second 
level of the room (where the 
gears originate) and head 
through the small gated door 
which opens when you approach 
it. 


Wecannow go through the door 
that was opened when we acti- 
vated the gear. 


Beready. As soonas his axe hits 
the ground, he loses his charge. 
Stop running, do an about face, 
quickly use the Slingback 
Shooter and let him haveit. 


Activate the column once againin this 


You'll find yourself overlooking 
the dead-end hallway inthe 
underground passage. Before 
you jump down, use your Sky 
Flyer to grab the free life hover- 
ing out of sight, just above your 
head. 


Boss time! Itlooks like Specter 
has some kind of mind control 
over Jake! We’re going to have to 
fight Specter another day as he 
takes off, leaving a huge, electric 
powered knightin his place. 


Repeatthis process numerous 
times (he will go down faster if 
youuse flash bullets) until he col- 
lapsesinapile of metal. Way to 
go! 


Remember that gate we opened 
with the switch earlier? Head 
through there and you'lleventu 
ally come out through the water. 
way from the very beginning of 
the level. 


When he charges up with elec- 
tricity, he’s deadly to the touch 
(notto mention invincible), so 
stay far away from him. 


If you followed the guide to this 


point, you should only have one} 


monkey left to get. Let’s not 
waste any time and head for the 
castle. 


Onthe roof ofthe castle, break out the 


The steps along the wall have been 

retracted, so we're going to have to get 

upto the roof through the inside. Head 

a through the doors and take the left 
loor. 


roomandhead up the ramp tothe exit 
atthe top. 


Park, v 


Magic Punch and smash the flashing 
terribly y 


ape case on the watch tower. Inside 


practice session with 


More~thar- 
ibedrop \-cool RC Car, you 


into the beginning of 
ere things have 


vrong. Immediately 


you'll find -Grab Pulloutthe Monkey Radar and 


him and you've finished off the level! 


Robo~ monkey 


Youcanalso locate Gehry. We'll 
have to work our way around to 
him, later inthe level. 


You'll find Kaine straight up the 
stairs, inacage. 


Movables 
Crated Monkey [fj] = Breakables 
BlueMailBox [J = RCCarSwitch 


Red Mail Box Red Wall Switch 


Area Start Red Floor Switch 


Enemy EB = cogwheet 1 
SpecterCoin [If] = CooWheet2 
Entrance/Exit @ = UFOPod 


Venice f= SoringPoa 


fs 


I'stime to givethe RC Caratry. 
Activate it, then drive it through 
one of the small openings 
inthe cage. 


5, «CX «LIVE Speed 


Jan Attack [[f 
Monkey Level 3. Alert UIE 


(LUN 


Sugat Rey Jaxx 4 . i Be 
as , va ( t 


Run the RC Carinto Kaine acou- Now, pull the Monkey Radar Turn andjump up this grouping Jaxxis in his gym atthetop. er nabbing 9. Bee, atthe base Now, head to the top of the stairs ickly jum; i - i 

ple of times and he will come back out and locate J ofthreetrees. Sneak up on him and bag him. orth stairs, drivethe RC Car and goaroundthe corner, Use rai peel hi ea pa Cartogo| eb i ta 

crawling out of the cage. Putthe . Let's gogethim. through either of these openings theRCcaratthe yellow andred and outonce. Ifyou don’t make it, andcollectthe Spacer Coin ana 

netonhim. tomake , come arrow. Drive it up through the you will have to re-position the 5 other miscellaneous goodies. 
‘out of his safe haven. Maybe you opening inthe cagetotrip thered RC Car over the switch and try j 
should acquainthim with your switch. again. 


net? 


Atrap door will openinthe floor Itleadsto 4 After bagging McManic, drop 


It's time toturn our attention, Unfortunately, we can’tget him Use your Slingback Shooter from ...then putthenetto mp 

once again, to Gehry. Use the yet. But, we should head forward asafe distance to take care ofthe , atthe end of path. Biron theredaan and you'll slide downaramp. back downtotheblietiso 

Monkey Radarto locate him, under the pipe and deal with this robot... Then, parkiton thered switch. Balawandussthe Re tar ie 
again, to trip the red switchinthe 


then look around and you will robotthathas dropped from 
find him ontop ofa pipe ‘bridge’, above. 
just past the two park benches. 


cage — gothrough the open gate. 
15} LIVE i } 
Speed 

Manic Attack ([P1T 
Monkey Level 6 -Alert TUDE 
wv 4 : - a X LYE seem symm 596i 

i } — 2 CK Hutch attack | 

! 


Monkey Level 2 ' rt 


Wel 


Very athletic and strong 


+ 
> —* eck Head down the ramptotheleft: t Z : . \ 
_ aon a Dropinside. Once youland, take McManicwill begin firing his ¥E na : Can't Seo\straight 
ae cf alook around with your Monkey weapon atyou, and the sub- . 
; Atthetop, youwill findanopen Radar. Youwill find McManic. dividing enemies onthe grouns, Head backup thestairs. Thi i 1 - 
Now: Head eae a ad hatch (which openedafter you willeoene alter vouras Well: q rc, wi a ss =a ‘ Ss s fainter in tis room vo Ul find a bunch of ...and (with the use of your trusty Double jump and propel toget 
Rdeged Kaine. satisfied the three monkey cap- outthese purple baddies by BR into thowater and swics i) ae Monkey Racor the cross-eyed acrossto the midway pointand 
turerequirement). tinually rotating your Stun a _° the big pipe. Jump into it Se this platform. 
0 through. 


TEE Peres 
Needs to prove himself 


sete 
wistin a ite 
Behindthose barsis Then, take outthe RC Car and useitto The bars will open, giving youthe 4 you miss and slide to the bottom, From the midway point, propel down If you use your Monkey Radar straight 
Ey ‘on’t worry. Youcan take the elevator tothe safe platform directly below it. ahead, you'llsee 


throw the red switch inside the cage. opportunity to bag Q. Bee. Ifyou’reto9 7 


slow, he’l|head on up the stairs. below inthis area to getbackto where 


you camein. 


Speed 
Altack © 
evel 5 Alert TEE 


Now, slide down the rest of the Use a combination of jumping Now, waitfor a blue barrel to get Immediately, jump andfireup” ,isonthe Take outthe RC Car and parkiton t 2 ‘ 

way, hityour jump button atthe and the Sky Flyer to get back out close to you, ontheright side of the Sky Flyer again toland on @ © otherside ofthe bars. top of the red switch. This will Ponoae rae Dac loine srdssy when you fare as in a 

end ofthe ramp and propel over to the midway pointnextto CK the cage, and use the Sky Flyerto ofanother, thenthe cage that ~ openthe bars andkeep them propel backaverto Re pipe or ares cl ny 4 Op ani ae your 
to Dywan. Bag him, grabthe Hutch. quickly geton top oft. houses CK Hutch. Our second Open so you can goinand bag return tothe water behind you vice bet oh ae ee platforms 
freebies, then ride the elevator Specter Coinis here. him. and swim back through the deep oget upto thetop. 


backup. tunnel — it’s upto you. 


rf | 

LIVE toned sped | 
Aitack Altack 

q 


Luv 
Monkey Level 3 Alert [ 4 Alert E | 


) . a 


os Won't put up with losers 
Getrid of the sub-dividing purple ...and Winky. See, we told you we'd come back 


From this vantage point, jump You won'thave enough juice to a = ee 7 

and use the Sky Flyer to propel makeit, butaim fora barrel and guys and locate the nexttwo § for -Tagand Now, use the Sky Flyer to fly o 5 

you toward the pipe onthe other then use itto launch yourself monkeys, oo i bag him when youreachthetop. tothe pipe with the whirling bee Time your run through the blades mabe bee 

side. back in the air and into the pipe. blades. and take care of the purple bad- > oy 
dies with your Stun Club. 


Atthe other end of the pipe is another 


More than likely, They both willbe up 
pool of water. First, equip your Sky 


ona grassy platform (this is somewhat Fromhere, propel up tothe large Atthe wall, doublejum, 
dee ot ‘ ” , i into il . , out of th 
ety Dis ie ed — and pump grassy platform (collecting the gold Mihail ae : 4 {ahs be oe itand aRHERy water and irainveletet sae rab Sky Then, jump out of the alcove and acti- 
onto this small platform in the middle. chips along the way) and bag your ; cx ae 4 pe eho] Flyer to get enough heightto cling t vat th it i 
choice of monkey. Ours was B Luv. pipe and dive into the water. up top, with Huener patrolling above. the alcove with re Gala Chibe.s io to robe i et oetun 


That’s level complete! 


ex 


“a 


We 


5 eae : Wea - ayes 2 Drop backi i +a . 3 
We'll be back for Winky, who's stillup You will have to doit quickly, or you After gulping some air, jump outofthe P back into the water andswim On the other side is the third (and final) Snag the coin, then (finally! 
top onthat grassy platform. First, swim willrun out of air (you might also seea water and you'll find yourselfin the through this small opening. Specter Coin. of i n aL eee 
into the tunnel deep down below. monkey (Camper) swimming inthe caged roomwith none other than plete. i 
tunnel here, lethim go, we’llsee him . Take him down, w@ 


ondrylandinasecond). don’t like the way he’s looking at us. 


MONKEYS: 

SPECTER’S FACTORY Se - 
PROD sd z 1OTOTAL 

anus Bes SPECTER COINS: 2 
NEW GADGET: NONE 

NEW VEHICLE TANK 

ADDITIONAL GADGETS 


REQUIRED: MAGIC PUNCH 


TO AREA7 TOAREA2 
Le <a Em 


B= Monkey Bi = Movabies 


B= CratedMonkey [ff] = Breakables 


B = Blue Mail Box RC Car Switch 


B® = Red Mail Box Red Wall Switch 


Area Start 


& 
Enemy BB = Cogwheel! 
SpecterCoin ff] = CogWheet2 


Enirance/Exit @ = uFoPod 


Red Floor Switch 


u 


u 


@D* > 
w 


Venice = Soringred 


TOAREAS 


Hewill hopintosome kind of Then, apply the bag. 
gunnery station. Trade fire and 

use the tank’s cannon to extract 

him from his hiding place. 


Feeling tough in his tank 


When you arrive outside of the -.and Dreos. There’s really no placetogo, 
factory, equip the Monkey Radar until you locate the tank, dead 
and find Big Show... ahead, andgetin! 


Destroy the ones ontheleftside Use L2 to aim atenemies and The crates on the right, just 
ofthis plaza and gothrough. continue to use the cannons to before the ramp, are home to 
clear any andall yellow and Big Show, Monkey #1.Knock 
black crates that you find. him out of his space ship, then 
use the net, 


Now, run behind the wrecked 
craftand enter the factory. 


nextroom, thereisadoor ...a door that you canenter ...a.cog-wheel that operates a 


Fequires youto capture freely. di i 
aes rawbridge up above... 
™emonkeys before entering... ae 


Controlling the tankis easy. Just 
follow the red mailbox’s instruc 
tions and you'll be fine. Use the 
cannonto destroy the yellow and 
black crates. 


You willfind Dreos, Monkey #2, 
atthe top oftheramp. 


P —- 
sd if 

& LIVE Speed § 

Reznor Attack 


Once inside, use the Monkey 
Radar to get a bearing on Reznor 
— we'll be seeing this hung over 
monkey in person, ina bit, Head 
upthe stairs. 


..and, in another one of the 
game’s cool details, a transpar- 
ent floor that shows the monkey 
helmets being manufactured. 


Tolally screwed up 


“1 tt 2a 


Let’s go through the accessible Heis one ticked off monkey and You will have to follow the RC 


Then, jump on platform 1 anduse Now, it’s hammer time! Run Go through the door and you will As youhead toward Reznor, the 
door. Inthenextroom, you will evepbuna you with eversstinng through this opening and under tron the glass roof cho the SkyFiyertogettoplatforms2 —_serasstheconveyorbelttiming find and shipwillfireatyou, Before you 
find Urkel behind acage. he’s got! Stay away from him and theglass floor. Skike car ontoaeale and 3, thentothe top. When you ie hammers so thatyou can whatlooks like a space ship giveitachance, stop and fire the 

Beogrcwardine RC Caray F z arrive, make sure to grab the Pass without getting knocked off. floating over his head. Slingback Shooter. One shotis all 
chips and free life floating just out Can’ttouch this! 


ofsight. 


Call the RC Car and continue on 
(make sure you don’t push the 


This will activate an accordion- 


ittakes. 


J : right stick button, as this will \ This next sequence is a doozy! x i : 
like set of platforms. Quickly regenerate the RC Car directly Gilika canaae enchant Drivethe RCintothestotandover | PutthebagonReznorandhitthe _—Thiselevatorcarriesyoubackto —_—_Atthe top, don'tdelay when Inthisnextarea, you willbe 
jumpupthemandslidedownthe = hextto you — if youdo, or you redswitch, This will activate the first oftwo switches behind switch next to him. This will acti- the ground floor oftheroomwith —_ headingacross the bridge (use viciously attacked by a monkey 
pole, tothe glass floor onthe messup, thereis another entry another set ofaccordionplat- the glass wall. vate an elevator thatyoucan the drawbridge. Hit the cog- your Sky Flyerifnecessary). atthe controls of a mech unit. 
other side. pointhere). You will have to formalirinuptiemendsiide ride down. wheel to activate the bridge, then Once you've pastit, head inside 

exercise some patiencein downthenext pole. quickly jump on the elevator. 


| maneuveringitoverthetwo 
| - moving platforms. 


ne, 


This will activate the firstoftwo Ofcourse, you wanttotime itso While we’re over here, lel’s bag 


moving platforms. You will have 


you an Ed ie Specter Colt on 
to move the RC onto the second tes the other side. If you missit, turn <ee it 
red switch to activate the next The problem IS you See around and use the RC Car onthe Theanly ‘ee to defeat him is by hitting 
latform. OTN eo ae second switch once more, allow- inthe back, Use the Stun Club 
pI 5 next platform before ie one ii ingyoueasy access toit. alongwith the crates for protection. 
you're on retracts into the wall. 


5 : , : i illfind 
| Now, call the RC Car and drive it This will open the gate in front of Inthis room, get onthe metal In this next area, you wil Thi a. 
onto the red switch nextto where it, allowing youto return tothe deck to discover thatitis actually three cog -wheels that control evolaind noe . sticbout Sminig oe 
you bagged Urkel. room where westarted this RC- amoving platform. Run alongits three different platforms. The aad pikes that come out o 
fest. From here, head through the length, collecting Gold Chips and trickhereisto have the Sky Flyer Kr pee “dl Patient and time your " 
door into the prior room and go avoiding the big, steel Spike atthe ready and hitthe wheels it cuit PS well and it shouldn't be too diffi- 
through the (now-open) 3 mon- crunchers until you are safely on order: 1, 2,3. 1 
key door. 


the other side. 


the door. 


It fakes five hits to bring him down and Gncehe'sbagged) head throuhithe 

arpa ‘s door on the other side (your path 
might be blocked by some still-stand- 
ing boxes — just propel around them). 


ee Ll 7} whe 


Radd Attack > 
Monkey Level 4 Alert | 


Did his oWn,brain. surgery 
Nid I ae A 
When you're safely on the other side, 


turn around and look around to find Around the corner, andup onsome 
Vanilla S. behind a cage over the SESE LCN 

molten steel. He has an appointment 

with your netthe second time through. 


: Ez 


Underneath his deckis acog- 
wheel. Use the Stun Club to lower 
the huge pipe on the other side of 
the decking. 


peed 
SrAltack — 
SorAlert Ul 


Take care of the airborne 
mechanical shooters, then use 
the Monkey Radar to locate 


Getinside and ride it up to put the 
bag on that pesky little monkey. 


his cage, then putthe clampson 
him. That's it, allseven monkeys 
have been captured! 


Jump back into the pipe and head 
tothe next oneto claim thesec- 
ond, and final, Specter Coininthe 


When youreturntothe level, 
head back to the wheel and pipes 
area, where we bagged Radd. 


Now, drop back to Radd’s plat- 
form, then to the lower level. 
Near the molten lava aretwo 
elevators that you canridedown 
tothenextarea. 


See the partof the wall that flash- 
es? Bring this down with the 
Magic Punchto expose 


ha=___ =— <=a—(<a(ilett 


MONKEYS: 

FIND SPECTER TO 
BEAT LEVEL 
SPECTER.COINS: 2 
NEWGADGET: NONE 
ADDITIONAL GADGETS 
REQUIRED: MAGIC PUNCH 


TOAREA4 L_e<-a Em 


B= Monkey = Movables 


Crated Monkey Breakables 


BlueMailBox [fi] = Rc CarSwitch 
RedMailBox ff] = Red Wall switch 
Area Start [Bl = Red Floor switch 
Enemy BB = cogwheet1 
SpecterCoin [fff] = Coa Wheet2 
idoo' aun fanatic I = ES Entrance/Exit @ = uroPod 
= : > Vehicle BB = springraa 


Activate the pipes, then run through 
them. You will find a door atthe other 
end —gothroughit. 


The nextroomis filled with conveyor ¥ 

belts, Use the Monkey Radar to find chit hdagag liye. 
Pig . pply the bag is 

String — hanging outona platform nowiniti 

near thetop ofthis room. 4 


a 
ee lias 


Now, fly over to the large, high plat- 
form across the way. 


Another robo-monkey attacks. Ifyou 
getlow oncookies, there is a dis- 
penser around the corner, behind 
some crates. 


Destroy the ship and net 
TO AREA3 


Your basic goalin this level is to 
find Specter. But, we'll locate all 
of the monkeys we can along the 
way. Start by entering the build- 
ingin front of you. 


Follow the red carpet and head 
through the doors. 


Head tothe drained pooland 
dropinside ofit, then head 
through the door atthe bottom to 
thenextarea. 


Inside, you'll find you’reina 
lobby ofsorts, turn to the leftto 
find Tortuss, Monkey #1, behind 
this glass reception counter. 


Inthe nexthall, locate the open- 
ing high on the left wall. 


Sugar fiend 


Equip the Monkey Radar and you 
willfind Charlee swinging from 
the metal floor/ceiling below. 


Head straight for him and apply 
thenet. 


Use the Sky Flyer to getup there. 
Manic will be in the bag before he 
knowsit! 


Slide down the ramp. Atthe bot- 
tom, locate Mach 3, Monkey #3, 
onthe other side of the water to 

your left. 


— 
Monkey Level 5 Alert 
Fe ae 
eee 


Now, use the Monkey Radar to 
locate Manic, Monkey #2. 


After nabbing Manic, hitthe red 
switch, which drains the water in 
the previousroom. 


Before we go after him; see the 
gold chips sitting on the pipe 
across the way? 


Before wego there, use the raft 
to row over tothe large pipe. 


This time, instead ofusing the Sky 
Flyer to go through the opening 
high on the left wall, keep going 
ground the hall and through the 
glass doors to the three monkey 
door. Head inside. 


"Down, to the leftand offinthe 
distance area cluster ofthese 

) Boxes. One contains the second 
Specter Coin, and another isthe 
hiding place for Ruptdis. 


Get out on the other side and use 
the Slingback Shooter to knock 
Charlee, Monkey #4, downto the 
ground where we canwrap him 


Danio 
_ Monkey Level 6 


= 
A 


Dizzy from lack of oxygen 


Inthe nextroom, youwill finda 
tank. Before getting in, use the 
Monkey Radar to locate Danio... 


After destroying the relevant 
crates, get out of the tank and 
drop downto the grassy area 
below. 


Get back in the raft and head back 
toward the entrance tothis area. 
Take the steps next tothe ramp 
thatyou slid down andexitthe 
room. 


’ rs 
XA aN, rm} 
Eighty 7 Attack 

Monkey Level 3. Alert ii 


...and Eighty 7. 


Ashortrun through the grass and 
you will have Eighty 7, Monkey 
#5, and Ruptdis, Monkey #6, in 
your possession (doing sowill 
open up the next 3 monkey door 
that leads to Specter). 


Returnto the lobby of the build- 
ing (where you snagged Tortuss) 
and, once again, gothroughthe 
doors behindthe red carpet. 


Getinthe tank and position itto 
aim your cannons atthe gray 
boxes with red edges. They can 
all be destroyed. 


Don’t forget to grab the Specter 
coin while you're down here, as 
well. 


Jump back in the Tank and follow the 
path, shooting these baddies as you go 
along. 


Lay waste to the blockade that 
obstructs the three monkey door, hop 
outand prepare to battle Specter (you 
don’tneed to hit the switch here, itjust 
activates the elevator nextto it). 


Let’s use the Sky Flyer to go up and 
snag them. Oh, yeah... you'll also find 
asparkling Specter Coin up here. 


Wefind ourselves on the roof of thisTV 
Tower. Hop onto the green plat- ‘ 
formin front of you and coast over 

to confront that evil monkey. 


Now, jump into the water and put the 


This will open the three monkey door 
neton Mach 3. 


backin the firstroom. 


with your explosive flash bullets, 
and fire into it. Five of thesehitsis 
allittakes. 


them. you're in the blast’s vicinity). 


leeps?upside down f 
Destroy the crates that block your He ou aa ree fo netto y Bee aw First, hop offthe elevator andshootat 
path to expose iman 9. the red target, whichis actually aglass 


. Afew cannon blasts will take Youcan also use the tank’s can- Inside, it’s amonkey-fest, with barrier blocking you from getting into 
care of him and his gunnery sta- nonto blastopen the secret tf theroom. 
tion. entrance behind Danio’s gun- 
nerystation. 


7 


X LIVEN eee 


| Speed. 
Pdimnack [attack 
Monkey Level 4) Alert: — | == 


I 


Now, turn your attention to the con- 
soles behind where Frostee was sitting 
and smash ‘em with your Stun Club. 
This will shutdown the industrial fans. 


and , monkey- 


rit Tellis is lying about down below. 
ing around. 


Runacross the pipe to your leftand 
smash the glass that protects the red 
switch. 


a ' ; , i is, he willexposea w the switch to geta plat- Th i i 
Specter is waiting for youina Then, he sends a barrage of He’llalso fire a burstofnapalm Right after this, he will > Throw thes' getapla' en, return across the pipe and You will find yourselfata steel Tomake matters worse, these 
huge ship. He will fly around and deadly UFOs your way. Run from time-to-time. Run tothe green button at the ship’s front — forrn to move onthe other side. head up atthe red arrows. eecetcH tit cred een it. If huge, industrial fans will Bae 
begin by firing rockets atyou. where they ain’t (when they turn opposite side of it, avoiding the sortoflike a cycloptic bets Use you aren’tstanding onthe you offtoyourdeath, notapretty 
Simply runin circles to avoid red, they blow, harming youif stream, and jump if you have to. the Slingback Shooter, along switch, itwill descend. Ifyou thought. 5 


Here’s the deal; Arm your Time Maneuver around so thatyou’re 


After you hit the ‘eye’, a couple of After afew more eye pokers, this se % 
times Saeciarenidst ‘ahuge tomb fight will be done and you will Whenyoureturntothe level, Netand hop ontheelevator, inthe middle ofthe elevator and Phaser tabs hich 
to his evil repertoire. He will also have accomplished the basic begin by pulling out the Monkey Now, headtothetankarea.Jump | causing ittolower. as far back against the wallas Trackamonkey’s movement blue grill will open revealinga 
expose the green eye alittle objectives of the level andcan Radar to discover thatthereis back up and getin the tank. When possible (careful, not too far or and, whenitclimbs nextto you, secretroom and another pesky 
more, move on. Alas, Specter is still inthis crate. use you gettothetop andare you'll fall off). swipe it with your net. Bye-bye ape. 
able to elude capture. Drat! the Magic Punch to break him out. blocked by crates, use the can- Roosta and Whack (each time 
nontogetridofthem. younaba monkey, runbackto 


stand onit, it will return toits 
original position. 


\= 


the switch and take a breather). 


Now that it’s out of the way, ride the 

elevator once more and double jump 

into the room before you're blown off. Inside, bag »who 
was atthe controls operating the fans. 


Don'ttry and propel down to Tellis out- 

sideand bala ase fans stillhavea Ride the elevator once more, allthe 
little juice. Instead, hit the switch in the pawns bevomandbag 

corner of the room (which opens this Its 100% level com= 
door) and make your way up and back 
around to the elevator. 


pletion! 


MONKEY MADNESS 


TO SPECTER'S CASTLE 
TO SPECTER'S CIRCUS 


|) TO GO-CART 


MONKEYS: 
FIND SPECTER TO 
BEAT (LEVEL 
24TOTAL 

SPECTER COINS: 1.0 
NEWGADGET: MAGIC 


PUNCH 
ADDITIONAL GADGETS 
REQUIRED: NONE 


Crated Monkey [J = Breakables 


Blue Mail Box [fj] = RCCarSwitch 


RedMailBox [J = Red Wall switch jj 


Area Start [By = ReaFioor switch 


= Enemy BB = cooWheet 1 


SpecterCoin [fff] = CoaWheel2 
Entrance/Exit @ = UFOPod 


Vehicle Bl = springrod 


MONKEYS: 
4 TOTAL 
SPECTER COINS: | 


NEW GADGET: NONE 
ADDITIONAL GADGETS 
REQUIRED: NONE 


Monkey [Bl = Movables 


Crated Monkey [ff] = Breakables 


= BlueMailBox [fj] = RcCarswitch 


Red MailBox [fj] = Red Wall switch 


Area Start Red Floor Switch 


= Enemy Cog Wheel 1 


Specter Coin Cog Wheel 2 
Entrance/Exit oO = UFO Pod 


Vehicle [Bl = springPaa 


Your primary goal in this huge levelis 
to defeat Specter. In order to accom- 
plish this there are anumber ofareas 
in the theme park that we must visit 
first. Let’s begin by taking atrip to 
Western Land. 


They willall fire on you. So, once they 
hitthe ground, jump while chasing 
them to avoid getting hit. 


STAGE 7 SPECTER LAND 


TO SPECTER LAND 


Western Land features a group of hos- 
tilemonkeys (Cloy, Monkey #1, Nak 
Monkey #2, Shaw, Monkey #3, Rea, 
Monkey #4) and one Specter Coin. 
Let's take care of Cloy first. He is onthe 
roofto your right as you enter the 
level. Use the Slingback Shooter to 
knock him off the roof, then bag him. 


Now, one atatime, use the Slingback 
Shooter to knock the other three out of 
their windows at the lovely Western Hotel. 


Of course, you'll wanttonab the 
Specter Coin before youfinishthem 
off. It's a short Sky Flyer ride from the 
roof ofthe “Day Goods” shop, tothe 
horns above the Western Land 
entrance. 


CratedMonkey [ff] = Breakables 
Blue Mail Box [fj] = RCCarSwitch 
RedMailBox [fj] = Red Wall switch 
Area Start 

Enemy BB = cogwheet 1 
SpecterCoin [Jf] = CoaWheet2 
Entrance/Exit @ = uroPod 


Vehicle [B= spring pad 


Once you’ve completed Western Land, 
we need to save the Professor (atthe 
Specter Circus) and Natalie (atthe 
Coaster) inorder to open up the Go- 
Cartarea. Let’s begin by rescuing the 
professor atSpecter Circus. 


Inside the Circus, you’llrun into the 
Professor. After talking to him, head to 
the right. You willimmediately come to 
asequence of two springboard plat- 
forms. These are trickier than they look. 
Justjump to the first and keep pushing to 
the rightuntil you land on safe ground. 


Assoonas youland, move forward abit, 
quickly pull out your Slingback Shooter 
and take care of the two killer balloons 
that will homein on you and explode on 
impact (knocking you off the path and to 
your death if you’re not far enoughin). 


hits onhis body. After a couple ofhits, he 
willstartthrowing more balloons atyou. 


His roll willsmash him into the sides of 


In between shooting them, try and getafew 


Keepitup and eventually he'll keel 
over, creating a hole atthe top ofthe 
giant cage thatis jail to the Professor. 
Pull out the Sky Flyer and gently drop 
tothe cage floor below. 


Round twowith the clown is about to 

begin. This time around, he will quickly 
roll directly for you. Double jump andrun 
out ofhis way as herollsat you. 


the cage — temporarily stunning himin 


leas hice ee 
the process. Now’s your chance! Quickly Js soon ca helene Dial tau out ct 


After a few Stun Clubbings, the evil clown 
there and getreadytorepeatthe 


will be dead and the Professor will be free. 


After clearing both platforms and 
landing safely on the other side, jump 
onthe next group of four. To clear 


these four with minimum hassle, use 
the Sky Flyer after each jump to posi- 
tion yourself for his nextlanding. 


Quickly try to pop the attacking bal- 
loon, then grab ahold of the candy- 
striped bar and swing acrossto the 
other side. 


This clownis a nasty, explosive, bal- 
loon-throwing bugger. It’s going tobe 
abrutal fight. 


Same deal again when you get tothe 
other side. Shootthe killer balloon 
froma safe distance and beforeitcan 
getabeadonyou. 


Take amoment's rest, then continue 
onand across the next bar. Quickly 


shootthe balloons when you gettothe 


other end. 


Use your Slingback Shooter and start 
shooting. Aim for him (use your 

stronger ammo first) and shoot at his 
body. 


On this platform, you will be right behind 
the ‘Specter’ sign andtwo more balloons 
will attack. After taking care of them, use 


the Sky Flyerto getup to thenextlevel. 


Now, it’s aseries of four bouncy platforms 
(use the Sky Flyer) upto the top, where 
you'll encounter akiller clown. 


At first, he starts with three balloons hov- 
ering around his body, stand your ground 


and shoot them when they homeinon 
you. 


run over to his rotund body and swack 
him with your Stun Club. 


Process. 


COASTER 


STAGE 7 SPECTER LAND 


TO COASTER 2 


TOSPECTER LAND 


TO COASTER 2 
a 


TO COASTER 1 


I's time to head for aride 
onthe Coaster. 


Once you are inside the Coaster 
level, you have a choice; you can 
either ride the coaster by taking 
the stairs to the right... 


TO COASTER 3 


Monkey 


MONKEYS: 

5 TOTAL 

SPECTER COINS: 3 
NEW GADGET: NONE 
ADDITIONAL GADGETS 
REQUIRED: NONE 


Ashortlittle jaunt, aided by the use of 
the Sky Flyer, and we will cometo 
Goopo andhislittle hidden arcade. 
We'll teach him notto share his tokens! 


..or when you see the! signs on the 
side of the track. 


Movables 


Crated Monkey [ff] = Breakables 


Blue MailBox [J] = RcCarSwitch 


Red Mail Box 


= Area Start 


Enemy 


Specter Coin 


Entrance/Exit UFO Pod 


Vehicle 


..or head straight and down the 
stairs immediately in front of 
you. 


Red Wall Switch 
Red Floor Switch [iy 


Cog Wheel 1 


Cog Wheel 2 


-and jump here for Specter Coin #3... 
Spring Pad 


Control freak 
u 


Let’s go straight, Goopo, Mor 7 
#5, lives down there. Heseerm® 
like the arcades... whatacooll 
tle monkey! 


Once inside the door, you will find the 
always-irritating Natalie. She wants to 
berescued and you are already taking 
too muchtime. 


Now, return up the stairs and getready 
toride the Coaster! 


Ofcourse, you also wanttojumpto 


nab gold chips, health cookies and free 


lives. 


After a few segments, the Coaster will 
come toastop and youcan jump off. 


After tolerating her, head through the 
nextset of wood doors and hug the 
right wall. You don’twantthat huge 
knife to crack you on the head, do you? 


The Coaster ride is all about jumping 
(using the R1 button). Therestofthe 
ride is automatic. Basically, you want 
to jump when yousee one of these 
skull obstacles with the flashingred 
lights... 


Stay on the ground here for Specter 
Coin #2... 


ety 5 
ae 


Porto Attack 
Monkey Level 4= Alert 


'e™\ 


Talks to himsebt. 


Head up the stairs and pull out the 
Monkey Radar to find Porto, Monkey 
#6. We'llsee him, up close and per- 
sonal, injusta few moments. 


After the knife, you willbe attacked 
by some ghosts coming from the 
fireplace. You can either use your 
Stun Club orjustrunpastthem, 
into thenextroom. 


MONKEYS: 
NONE 
SPECTER COINS:O 
NEW GADGET: NONE 
ADDITIONAL GADGETS 
REQUIRED; NONE 


Movables 


= CratedMonkey [ff] = Breakables 


Blue Mail Box = RCCarSwitch 


Red Mail Box Red Wall Switch 


Area Start 


Red Floor Switch |} 


q Once youarriveinthe nextroom, This wood wall the vase was in front of There are more vases and ghosts to F 
quickly use your Stun Club to send this can and shouldb broken. Smack it with take care ofin here. Do your thing and + = Eoeey BB = coowheet1 
| ghost back to the underworld by your Stun Club afew times and you'll head up the stairs. 3 = Spectercoin ff = CogWheet 2 
, | i = 1 
| breaking the vase he comes out of. reveal a hidden passage — Spooky! C= enrance/et @ = uroPod 
0 = Vehicle i = Spring Pad 


Atthe top ofthe stairs are two more Hello Porto, let me show you my Now, hit the two floor switches to: (1) 
vases. After taking care of them and Time Net! activate some secret platforms on the 
picking up the chips on thenarrow other side of the cage... 


path, drop into the cage at the end. 


Just before you tackle the plat- ; 
yt pl Ifyou stay in the outlined area 


Once you leave the cage, run 


around the corner to where you forms, equip the Sky Flyer and fly tet i 
ae ss pee Pech soyou broke through the wood panel. straight up to nab Specter Coin #4. frossiet Pe else A Bpecter tells youthatJakeis waiting  Here’s the scoop; Jake (whois under (whichis initially red, butwillturn 
i Opposite the panel area pair of with a nunbaroresitssend ryouin the Go-Cartarea. Let’s Specter’s mind control) getsintoa green when youare insideit), you 
steel doors thatlead tothe secret thresnaiighivmenkevs head over there and find him. big Go-Cartandtries to ram into Youneed simply to avoid the small willbe spared Jake’s barrage of | 
platforms that wejust activated. x Lhe you. But, before he does that, he RC's. rockets. Instead, he will goin | 
releases anumber of RC cars that stralghtforthe ran Rana | 
trytohityou. way as soonas Jake rev’s up his | 


machine to smash you. 


Your best betis to wait in the middle After nabbing all three of them, Natalie : ; Once you do, youwill free him from 


You will have to drop down and nab poucte: wallonie monkeysro will start whining again. Justwhen you len Jake’: i Specter’s mind control and bri 
: appear andnail the monkeys, one b: il v g again. Just when y‘ 4 e’s car hits the wall of Repeat th: iS ring 
he peasts But, pe icarefub they hide in ones They are, by name: if us thinkyou' ve had all that youcan take, a runup tothe back end ofthe Ifyou get stuck outside the va will sereitiogs baci nil back to ne stdeniqagd: 
eibiciahaetcorne: TE ‘one comes B land she disappears?! Oh, well... getin the Wh Gnd use the Stun Clubtotakea red/greenarea, simply runfrom : 
bag s with it. ? Coaster and returnto the main partof bu ackatthegreenlightontherear  oneendoftheareatothenext, in 
mper. order to avoid the rockets. 


Specter Land. 
(inthe middle of Specter 


Land). 


SPECTER’S CASTLE 1 


TOSPECTER'S CASTLE 2 


L_<« ms 
& = Monkey a = Movables 


& = CratedMonkey [ff] = Breakables 


B = BlueMailBox [fi] = RCCarSwitch | 


BH = RedMailBox [fj] = Red Wall switch | 
@ = AreaStart [By = Red Floor switch 2 
A = Enemy BB = cooWheet 1 
Hk = Specter Coin = CoaWheel2 


OC = Entrance/Exit ~@ = UFrOPod 


0 = Vehicle I = spring Pad 


MONKEYS: 
15 TOTAL 

SPECTER COINS:© 
NEW GADGET: MAGIC 
PUNCH 
ADDITIONAL GADGETS 
REQUIRED: NONE 


SPECTER'S CASTLE 5a 


SPECTER'S CASTLE 5c 


SPECTER'S CASTLE 2 


TO SPECTER'S CASTLE2 


SPECTER’S CASTLE 3 


X LIVE 


Schafette 
Monkey Level 6 


=e 


Let’s get ready for the final battle. 
Head through the gate, into 
Specter’s castle! 


Continue to use the Sky Flyer andthe 
Monkey Radar to track down the crit- 
ter. 


Once you go through the warp, it'ss 
short moving platform ride to the out- 
side grounds ofthe castle. 


Once you move through the 
entrance, you will come to real- 
ize that Specter’s castle is a float- 
ingisland! 


Speed 
Attack ||) 


Alert Uf 


After you bag him, take a look around 
to find Specter Coin #5 (it’s down 
below abit). Use the Sky Flyer to float 
down and snagit. 


The firstorder of business isto snag 
Specter Coin #6, offto the right side of 
the grassy area. 


Head straight through the hall- 

way and outonto the metal plat- 
form. Equip the Monkey Radar to 
find 


He is skulking about on the metal 
platforms thatlitter the hillsin 
this area to the right. Use the Sky 
Flyer to float down. 


Itis on top ofsome sort of tower. Drop 
to the ground and hitthe red switch 
nextto the tower. The tower will open, 
revealing asecret warp to Specter’s 
castle. 


Follow the line of gold chips along the 
right side of the castle and enter the 
right side door. 


Atthe top, look around to finda 
red switch with Specter Coin #7 
floating above it. 


Use your trusty Slingback 
Shooter to hit the switch, activat- 
ing a floor gate below. 


Then, use the Sky Flyer to float over 
tothe Specter Coin and snagit. 


Now, use the SFto float downto 
the now-open floor gate... 


...and drop down below to put the net 
to BG. Return outside. 


By snagging Donovan and Laura, you 
willopenthe main gates to the castle. 
Here wego! 


Once outside, , will 


take offin her space ship. A couple of 


blows with the Stun Club (or shots from 


your Slingback Shooter) will weaken 
her resolve. 


Once inside, equip the Monkey Radar 
to find that there is a monkey hidingin 
anear-indestructible crate on the left 
side of this first room. Since we don’t 
yet have the Magic Punch, we'llhave 
to come back for him. 


Ll ‘ 
vedtal Speed, 


Raeski Attack | 
Monkey Level 4 Alert [EE 


Mix master RAY 


On the other side of the grassy area, 
, , will hover in 
Hee craft: Monkey see, monkey do. Bag 
im! 


y LIVE 
a a Hee Speed 
Gordo Attack 
Monkey Level 4 Alert 
' 


jal pool shark 
(Ek 
For now, use the Monkey Radar to the 


right in orderto setyour sights on that 
pool shark, oe 


Once he does that, head down the 


Moving down the ramp abit will cause 
remainder ofthe ramp and find these, 


BG to realize that you are in the build- 


Once inside, activate the Monkey 
Radar to find i 


ing, so he does what any badlittle 
monkey would do and hits the 
“Emergency” switch. 


narrow, yellow and black platforms 
(watch out for the large fan blades to the 
right). Use the Sky Flyerto getup them. 


...and head through the door onthe 
right. 


Once you arrive inthe next room, use 


the Monkey Radar once again to locate 


. We'llbe seeing 
him again briefly. 


Now, activate the RC Car and drive 
itthrough the small opening. 


Gordo is waiting for you. Monkey 


Inthenextroom, there are pur- ..and j “3 
inthe corner pocket! z an exitthrough the mon 


ple stairs thatlead to an electri- key’s mouth. Hea: 
fied opening that we can not yet pee 35 ats 
gothrough... 


The key to this little puzzleis to Whentheplatformreachestheother  Onceyou'resafeon the other 
walk onto the moving platform side, be patient and simply drive the side, move the RC Car over the 
and drive the RC Car ontoit atthe RC Car off of it. Wait for the nexttime red floor switch, opening the 
sametime. it passes to move off ofit. gate in front of you, and head into 


Inthenextroom, youwillfindanoth- —_ Inthis bottom area, i 

x i , you will find 
er big monkey head. Take arightin acog-wheel that controls the 
front ofthe head (thereisarampto monkey’s eyes on the head 


Now, leave the Gordo area and get 
ready to putthe bag on Raeski. He’s 
justaround the corner. 


Poo~ pie 
Monkey Le 
rn \ 


Pull out the Monkey Radar to locate 
Poo-Pie. Then, go through the door 
into the nextroom. 


TEAETEfi tt 


Thereis also ared wall switch next to 
the steel gate. Hit the switch to opena 
door on the other side of the gate — we 
will come back to it. 


theroom. 


This area dead-ends, so you will have 
toreturnacross the moving platform 
to the first room inthe castle (make 
sure to pick up the goodies in this 
alcove along the way). 


This room features two red switches 
onthe floor... 


Now, for the two floor switches. Park 
the RC Car onone, thenstand on the 
other. 


Now, head up the red carpet ramp and 
up the stairs, to the left of Specter’s 
huge portrait. 


..and Poo-Pie ona deck above. 


The problem is; you won'thave 
enough time to run through the now- 
open door. Equip the Dash Hoop and 
head onthrough. 


Whatyou wantto dohereis use the 
Stun Club to crank the wheel, drawing 
the eyes outto their full, open position. 


Keeping your momentum, quickly 
jump onto the bouncy platform and up 
tothe main floor. 


Once you are safely on the other side, 
turn and find the red glass “siren” on 
the monkey’s head. 


the right of it) and drop downthe above. 
opening in the floor atthe end. 


Then, run through the gates... 


Equip the Sky Flyer as yourun up the 
ramp toward the monkey head, then 
jump and float onto the monkey's 
extended eyes... 


Use the Slingback Shooter to break the 
glass (it will take a few shots with your 
normal bullets). 


..then over to the platform across the 
way (be careful, it’s possible to fall 
between the two). If you're too slow or 
miss the jumps, you will have to try 
again. 


Then, use the Sky Flyer to floatover 
and enter the secretroom. Here, 
you will find iF 
as wellasafree life, gold chips and 
Specter Coin #8. 


a 


LIVES: 
in Speed 


Carro Altack 
Monkey Level 4A 


Returnoutofthesecretroomandfloat Next, pull outthe Monkey Radar Nowit’s time to turn your atten- Once you have him outin the open, 
back over to the platform on the right. and you'll spy: tion to the little guy in the cage. don’t pounce on himimmediately. Let 
Around the corner, you will find , inside the cage. I'skind of tricky flushing him out him geta little space between himself 
, outside the floor with the RC Car. You may die andthe cage, then go for it—thatson 
cage. Get over there and bag him! once or twice, but be patient. ofamonkey’s uncleis inthe bag! 


y OX LIVE Sheed 
ine Attack ||! 
Monkey Level 4 Alert f 


Sh 


=i} 


Now, use your Stun Club to hitthe red Head up the stairs and through the Head up the yellow ramp and youwill 

wall switch, deactivating the force field opening to the next area. Once there, be attacked by a flying robot. He can’t 

atthe top of the purple stairs. Returnto equip the Monkey Radar to find Shine be hurt by your normal bullets so, 

the stairs. (afterwards, use your Slingback unless you have a stockpile of explo- 
Shooter to break open the glass casing sive or guided ammo, run pasthim 
which holds afree life). while dodging his shots. 


Continue up and you will come toa ..thenrun under itand jump and climb Now, use the Monkey Radar to locate 
moving force field. Simply drop into its out onthe other side. , then continue up 
pitwhen itis away from you... theramp. 


Slowly walk up the VERY narrow part. On the other side is a bouncy platform Continue on. Atthe top ofthis red area, 
and another flying robot. you will find Teacup on analcove across 

froma treadmill walkway. Use the Sky 
Flyer to propelover and bag him. 


Now, fly back over and continue up. Atthe top of the rampis another mov- is dead-ahead. Of 
course, so arethe flying robots. . 


Ride the moving platform tothe in i 
u 19 force field, anda flying robot... 
metallicramp area on the otherside. whatyou have todo and sate on. = 


eet Just eenareuga the doors atthe Our first order of| business outside, Nextis aseries of spring platforms and 
I after taking care ofthe floating bad- aswinging ball and chain. Time your 
dies, istojump across this series of first jump so you are moving to the left 
three green, rotating barrels, Use the and the ball and chain have just 
Sky Flyer to make things alittle easier. Passed you. 


x LIVE 
Bronson 


= 
It'stwo more jumps over the ball and On 
& ce there, use the A 
chain to the purple platform onthe tothenextarea, Se cnn ma youmigi Wan MOUSE eNO koy 
other side. .adar to locate Bronson... 


Likes ketchup on eggs 
? as the Sky Flyerto get overtohim 
rie (stopping to collect the chips on the plat- 
..and Wrench. ,isrightacross formin-between) and puthim ouiof 
fromthe platform on which you cur- commission. Return back across the 


rently reside. two platforms that you traveled to 


gethere. 


Next, you will arrive ata huge platform 
with aglass ceiling/floor andthree red 
floor switches. 


Look around to your rightto find 

, and Specter 
Coin #9. Run and jump, then use the 
Sky Flyer to fly up to their platform. 


On this platform, ride the steel bar and 
jump off on the other side. 


Equip the Sky Flyer as a precaution and 
quickly double jump up the platforms. 
Donothesitate, or you will be knocked 
down below. 


See the little opening atthe wallinthe 
pit below? You know whatto do; use 
the RC Car and drive through it. 


Put Bronsonin the bag and snag the 
coin. Then, return to the glass plat- 
form. 


Now, equip the Slingback Shooter and 
look around. Find the red switch above 
and shootit. 


Ifyou are, use the Sky Flyer to mini- 
mize the time damage. Withit, youcan 
land back atthe glass platform (or the 
green one belowit), as opposed to 
either dying or starting near the 
beginning of this area. 


Now, walk onto the glass floor/ceiling 
and move the RC Car onto the middle 
switch; causing the glass platform to rise. 


Activate the Sky Flyer again and float 
to the next platform on the left side of 
theglass platform. 


This willstartaseriesofthreeplat- 
forms directly in front of you moving in 
and out of the wall onthe right. 


Once you are safely onthe red plat- 
form above, carefully negotiate the 
thin walkway in front of you. 


Now, run and jump across the two 
moving, bouncy platforms. Wait for 
the first one to return to the middle 
before taking off. 


Once you've secured the discon the 
paddle, release the wheel and quickly 
run and double-jump onto the disc. 
You won’thave much time, itstarts 
back on its path without hesitation. 


Ofcourse, you are not going to get out 
without a fight. Arobot appears that 
attacks relentlessly. Stay as far away 
from itas possible, and use your best 
Slingback Shooter ammo — normal just 
won'tcutit. Ifyou keep away, itwon’tbe 
able to hurt you much. 


The platform you’re on will now escort 
you back inside Specter’s fortress, sit 
back and enjoy the ride while you can. 


Once on the other side, you will 
encounter a couple of flying baddies, 
twocog-wheels anda blue disc float- 
ingin the air. 


Jump off the disc, onto the platform on 
the other side, then take a quick ride on 
the next moving platform. 


Ifyourun out, goin and whop him with 
your Stun Club. 


When your platform ride is through, 

you will find that you are back in that 
dead-end hallway where you found 
Raeski. 


Use the wheels to control a paddleand 
play alittle game of “Pong.” The basic 
idea is that you wantto temporarily trap 
the disc on your paddle. Youcanonly do 
this by using your Stun Clubto move the 
paddle inthe proper position. 


Jump off, then head toward the area 
exit. 


Once itis defeated, adoor willopen 
up, allowing you to hit a switch that 
opens up asecret area behind the 
Specter portrait. 


But, thanks to the switch you threw at 
the gate, inthe two floor switch 

room where you used the Dash 
Hoop, itisn’ta dead-end any 

longer. Take a right and head past 
the glass wall on your right. 


—, a 


Youwillfind the door open atthe end 
ofthe hall anda warp onthe ground 
that willlead us upto 


..and head back to the original room 
inthe castle. It’s time to go through that 
Specter portrait and take on the bad, 
bad monkey. 


opening. This will take usto the 
Specter battle. 


Go around the corner tothe right and 
take the next moving red platform. Specter. 


..and double jump over the shock 


“a wave he emits every so often. close to his missile launcher. 


96 


Youcan also find Specter Coin #1 O(the 
final one) and afreelife upin this area. 


Anelevator awaits behind the portrait 


This will take us to our first battle with 


SLa a 
—_ 


Now, run toward the screenso you're 


Put the bag on Poo-Pie... 


Now, take the red moving platform 
over to anarea with a huge mech. The 
mech. isn’t manned, butitsoon willbe. 


In this fight, you will be presented with 
aSpecter’s eye-view. It’s actually 
pretty easy. Simply avoid his lock-on 
fire by keeping on the move... 


When you've gotten in close enough, 
use the Stun Club to givehim sucha 
whack. If you connect, the screen goes 
red and youare propelled backwards. 


You'll know you're close enough when 
the word “danger” appears. 


...pound the ground (as long as he has 
the use of both arms) to take your 
cookies... 


The armcannon fire is whatyou are 
looking for. After avoiding all of the other 
stuff, wait for the armcannon fireto sub- 
side, then quickly go into first-person 
mode and fire the Slingback Shooter and 
its flash bullets into the arm’s green light. 


After the first arm goes, the second one 
is easier toremove. Just be patient and 
watch for the arm cannon fire. 


After the second arm goes, much of 
Specter’s armor will fall offas well — 
exposing agreen light onhis torso. 


Repeat this six times and he’s (atleast 
for the moment) toast, knocking you 
Off of the platform and down to the one 
with the mech. Specter gets inside the 
mech. andit’s time for round two! 


Things get alittle trickier, and more 
random, here. Specter will shoot 
energy blasts in the air thatyou must 
avoid as they come crashing down... 


use the two floating orbs to fire laser ..aind use his own cannon fire outof 
blasts atyou... his arms. 


Ifyourunlow on ammo, don'tworry. 
These two floating orbs actually do 
some good. Every time they let offa 
laserblast, both flash bullets and 
cookies are left behind. Thank you, 
thank youvery much. 


have to do hereis keep aneyeon 
Specter. Whenhe hesitates and looks 
like he’s drawing in energy, picka 
spoton either side of the room, or 
directly in the middle, and wait for 
him to let go with his blast. 


MONKEYS: 
1 (SPECTER) 
SPECTER COINS:O 
NEW GADGET: MONE 
ADDITIONAL GADGETS 
REQUIRED; NONE 


CIEE PEAK POINT MATRIX 


4. Dinension 
was Peak Point Matrix gS 


—_—e 
Quickly hightail it from the section you Now’s your chance; that energy blast After atwohits to his torso, he will 
were standing on, just before he fires, temporarily leaves Specter exposed. shoottwo sections of the floor out. 
asit crumbles into pieces and collaps- Aim for the green light on his torso and Start at one end of the room and draw 
esinto the nebula below. lethim have it. his fire across the two sections. 


Well, itall comes to this. The Professor 


has located Specter, way outin Specter’s a bit surprised you found him 


Diivionslon SeAesece Reel here, and heisn’twilling to reason. Let Atfirst, Specter will fl i 
rionkey ties ee psy paraee Par himramble on for a few seconds while flying chair, requiring! voutanehe 
you prepare for battle. at him with your Slingback Shooter. 


Point Matrix. Let’s getready to rumble! 


Make sure, after every hit, you quickly Repeatthis process afew times and One problem; he doesn’tdie, but 
getout of the first-person mode and youwill bring Specter to hiskneesina instead warps out of the area, swear- 
run out ofthe way ofthe orbs. fiery explosion. ing vengeance. 


Basically, he will disappear and edvchen te After Specter mise hit, he will charge 


appear, positioning himself between i i 
the hovering, green computer Boe, use VOUrS irre am oand eae ee 
Seino quickly shoot him. 
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Things aren't all bad; the Professor 


Well, you might as well celebrate the Now, sit back and watch the credits roll n a 
small victory athand. You've officially and prepare yourself for more mon- gives you the Magic Punch gadget and 
“beaten” the game. Congratulations! key madness. We're not quite done tells you to go back into all of the levels 
yet. and capture the remaining monkeys. 
Way ahead ofyou Prof. 
..and send multiple electric shock- Stay atthe edge of the platform and The restdon’thave enough juice to 
waves your way. jump over the first. reach the outer edge, so just stay put. 


When youreturnto the level (with the Use the Magic Punch to open up the And, if you’ve collected all of the Repeat this process a few times and, oO: O . re 
Magic Punch firmly in tow), head for crate on the leftthat contains remaining monkeysin all ofthe levels, eventually, he'll come crashing to the wAonOvCNSICeeaay ioc abasaany wade bitwsa aes 
the two monkey door and straight into —we’redone. the Prof tells you it’s time to move on ground. Don’tlet up yet, thatmonkey’s will first surround himself with a crys- using the Magic Punch — peucres Buy) 


to the final showdown with Specter. still got some fightin him. tal force field. mobile and get great range. 


the castle. 


You didn’t think he was just going to let 
you kick his butt without any retalia- 
tion, did you? He returns fire by load- 
ing up with these red bursts of 
energy... 


Once in awhile, these green bursts will 
leave cookies and ammoin their 
wake. Thank you. 


Quickly, before he’s able to regener— 
ate another force field, hithim with 
your weapon. 
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Congratulations! You beatthe game, 
got 100% of everything and can now 


...that will turn green and honeinon 
you. Avoid them, please. 


You can hit Specter while the red 
bursts are hovering around him, but 
it’s arisky proposition. Instead, wait 
for the green bursts to dissapate and 
smack that force field. Ittakes afew 
hits to expose him. 


Repeat this process afew times and 
Specter will finally lose all hope. Now, 
pull out that Time Net and bag this 
monkey once and for all! 


MINI-GAMES 


Among all of the other cool features Ape Escape has to offer, there are three separate and complete Mini- 
Games to open up and uncover as you progress through the main game. Each Mini-Game will open up 
only after you've collected a corresponding number of Specter Coins, which are found throughout each 
level. Once you've opened up a Mini-Game (you will knowit’s available by its icon replacing the Specter 
Coin amounton the large screen in the Time Station ), youcan head through this door and 
then play it by hopping up onto the corresponding buttonin frontofthe gamescreen. 


Ski Kidz racing is an ultra-fun one or two 

player skiing game where you can choose 

from five paper-thin versions of the main 

characters in Ape Escape (Spike, Jake, a 

Monkey, Natalie and the Professor) and then 

head on out to the slopes. This Mini-Game 

offers up three courses (which vary in difficulty), and controls 
using only the thumbsticks — right stick for the right ski, left 
stick for the left ski, up on both for jet propulsion and both 
sticks toward the middle for parallel. You are awarded with 
gold, silver and bronze medallions for placing in the top 
three and there’s even a cool, Gran Turismo-style replay 
after eachrace. 


1Ueduatia 


Specter Boxing opens up after you've found 

20 Specter Coins. This unique boxing game ~~ 

lets you choose from five different monkeys 

and then duke it out in the ring. What's 

extremely cool about this gameis the way you 

control your simian pugilist — with both thumbsticks, of 
course. Basically, each stick represents your monkey’s arm 
and you need to pull back and then push forward to gain 
momentum. There are three different modes of play, which 
include: a two-player Versus Mode, Training and 
Championship. 


Galaxy Monkey harkens back to the olden 

days of video gaming with aretro-style space 

shooter. In the game, you control a UFO- 

bound monkey who must shoot his way 

across the galaxy. Your ship has the ability to 

move anywhere around the screen (controlled 

by the left thumbstick) while shooting in any direction at the 
same time (controlled by the right thumbstick). Downed 
enemies sometimes leave weapon power-ups and the dif- 
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